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The principal objective of Project Sesame is to 
improve opportunities for pupil learning by developing a model for 
the coordination of smaller school districts* innovative ventures; a 
related objective is the stimulation of professional staff. This 
Project Sesame document lists educational games (K-12) developed at 
workshops by teachers in a 5-county region of central Pennsylvania, 
Many of the games have been played and tested in the 18 elementary 
and secondary school systems in the region. To achieve the 
objectives, diverse innovative, experimental, and curriculum programs 
are supported by Project SESAME G which is financed with ESEA Title 
III funds* The game listings include a general description, suggested 
subject areas (business education, foreign languages, geography, 
health, language arts, math, science, and social studies) , grade 
levels (primary, intermediate, junior high, and senior high) , and 
number of players, as well as possible subject areas or grade levels 
for which the games can hi* adapted. Index sheets are included to 
assist the reader in using the alphabetized list of games. All of the 
games have been edited and are continually being revised by the 
SESAME G staff, Hrite-ups of the basic components of each game are 
available from the SESAME office on request, (HCM) 
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PREFACE 



Project SESA>tE (Susquehanna ESEA S^^nergetic Activities and Multi- 
Innovative Experiences) Is a regional ccjr.piex of projects Involving each 
of 18 school districts, as well as the non-public schools in Columbia, 
Montour, Northumberland, Snyder, and Union Counties in central Pennsylvania. 
: Thlfi program, and other SESAME undertakings (SESAME A in arts, and SESAME G 
In (games) are financed primarily with Title III, ESEA, funds. The 
principal objective of the program is to Improve opportunities for pupil 
lelarning by developing a model for the coordination of sn!aller school 
districts' Innovative ventures and by stimulating professional staff. To 
this end, diverse Innovative, experimental, and curriculum programs 
affecting elementary and secondary school systems In the Region are 
supported and coordinated* 

/ The purpose of a Practical Document is to present a useable document, 
jburrlculura unit, program, series, conference report, etc. » In written (or 
Jother) form. It will appear after extensive tiyout (I.e., after Initial 
Jtryout and/or field testing) and/or after considerable development, 

! Practical Document Number 7 Is a result of Project SESAME G (^usquehanna 

ESEA Synergetlc Activities for Maximal -involvement via Educational Games). 
This ddcument will acquaint teachers and others wich games dev<^' :.i:ed at 
I workshops by teachera in the five-councy area served by SESAME, Ihese 
games have been edited, and many have been tried out in the schools in 
Region L. An earlier publlcacion (Practical Document Number 6) consists 
of an abbreviated list of ccmmercial games chat can be obtained tor use in 
the classroom; chis Document, on the other hand, ilsts games developed In 
the Region, Write-ups of the basic components of each game are available 
from the SESAME Office upon request ♦ 

This list represents primarily the work of teachers in the five*ccunty 
area with final editing done by the permanent SESAME G staffs 

Alterations, corrections, and additions of these games have been made 
over the past 1968-1969 academic year by the SESAME G staff. As a Practical 
Document, this list is considered highly useful at this point, but It fs 
far from complete. As new games are written and tested, It will be revised- 
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INTRODUCTION 




Presented In this Practical Document Is a list of educational games 
developed by teachers In the five-county Region served by Project SESAME. 
All of the games contained In this document have been edited by the SESAME G 
staff, and many of the games have been played and tested by teachers In 
their classrooms in the five-county Region. The results of these tryouts 
are now being processed by the SESAME G staff. 

These games are listed in alphabetical order. Each listing includes 
a general description of the game, the suggested subject areas in which 
the game could be used, the suggested age and number of players, and other 
possible subject areas or grado levels for which the game could be adapted. 
Index sheets are included in this Document to assist the reader in using 
the alphabetized list of games. These indexes list games by subject areas 
and by grade levels: 



For example, if the reader were looking for a Social Studies game 
for fourth grade, he would firdt check the Social Studies list. He would 
then check to see which of these games appear on the intermediate grade 
level index. 



Subject Areas 



Grade Levels 



Business Education 
Foreign Language 
Georgraphy 
Health 

Language Arts 

Math 

Science 

Social Studies 



Primary (K-3) 
Intermediate (A -6) 
Junior High (7-9) 
Senior High (10-12) 
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SUBJECT AREAS 



BUSINESS EDUCATION 

1. Inflation 

2. Merry Mi$ers 

3. Protecto L 

FOREIGN LANGUAGES 

1. El Sueno Ideal De Don Quiyote 

GEOGRAPHY 

1. Conserv-»0 

2. Forest Adventure 

3. Map~0-Rama 

HEALTH 

1 . Camp-A-Rama 

2. Conserv-O 

LANGUAGE ARTS 

1. Bld-A-Word 

2. Climb-O 

3. Dilist 

4. Donkey R >ce 

5. Fillaform 

6. Merry Mailman 

7. Pick-A-Leaf 

8. Pick-An-End 

9. Progressive Word Rummy 

10. School Democracy 

11. Sentence Roll 

12. Shock-O 

13. Spinoblend 

14. Take And Make 

15. Word Tumble 

MATH 

1. Aqua Math 

2. Fraction Track 

3. Inflation 

4. Merry Mi$ers 

5. Mod Math 

6* Quad-Geommy 

7. Sunny Numbers 

8. Whiz-Mate 
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SUBJECT AREAS (Cent.) 



SCIENCE 

1. Camp-A-Rama 

2. Conserv-0 

3. (The) Element Family Game 

4. Forest Adventure 
5» Map-O-Rama 

6, Re-Con 

7» Satisfaction 

8. Solar-0 

9* Space Race 

10. Spec-Cat 

11. Y-Change? 

SOCIAL STUDIES 

1. Boliquay 

2. Conserv-0 

3. Discovex 

4. Forest Adventure 

5. Inflation 
6« Map-O-Rama 

7. Merry Mi$ers 
8* Pass-A"Bill 

9. Re-Con 

10. Satisfaction 

11. School Democracy 

12. Stay Or Go 

13. Stump the Stars 
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GRADE LEVELS 

PRIMARY 

1. Aqua Math 

2 . Camp-A-Rama 

3. Climb-0 

4. Conserv-0 

5. Dilist (Primary-First Grade Version) 

6. Donkey Race 

7. Merry Mailman 

8. Mod Math 

9. Pick-A-Leaf 

10. Pick-An--End 

11. School Democracy 

12. Shock-0 

13. Spinobiend 

14. Sunny Numbers 

15. Take And Make 

16. Whiz-Mate 

INTERMEDIATE 

1. Aqua Math 

2. Boliguay 

3. Camp- A- Rama 

4. Conserv-0 

5. Dilist 

6. El Sueno Ideal De Don Quiyote 

7. Fillaform 

8. Forest Adventure 

9. Fraction Track 

10. Map-O-Rama 

11. Merry Mi$ers 

12. Mod Math 

13. Progressive Word Rummy 

14. Satisfaction 

15. Sentence Roll 

16. Shock-0 

17. Solar-0 

18. Space Race 

19. Stump the Stars 

20. Word Tumble 

21. Y-Change? 
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JUNIOR HIGH 

1. Bid-A-Word 

2. Boliguay 

3. Conserv-0 

4. Dllist 

5. Dlscovex 

6. (The) Element Farally Game 

7. El Sueno Ideal De Don Qulyote 

8. Fillaform 

9. Forest Adventure 

10. Inflation 

11. Map-0~Rama 

12. Merry Mi$ers 

13. Pass-A-Bill 

14. Progressive Word Rummy 

15. Quad-Geommy 

16. Re-Con 

17. Satisfaction 

18. Sentence Roll 

19. Solar«0 

20. Space F^ace 

21. Spec-Cat 

22. Stay Or Go 

23. Y-Change? 

SENIOR HIGH 

1. Dilist 

2. Dlscovex 

3. (The) Element Family Game 

4. El Sueno Ideal De Don Quiyote 

5. Inflation 

6. Protecto L 

7. Quad-Geoniray 

8. Re- Con 

9. Y-Change? 
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AQUA MATH 

This board game is designed to help the child master the concepts of 
basic math facts (addition, subtraction, multiplication, and division). 
Suggested for primary and low incermediate grades, it can be played by as 
few as two children or as many as tlte entire class* 

The same format can be used to teach spelling. 



This hybrid role-play and board game promotes the learning of pre* 
fixes in the Junior high grades. 

It could also be used to teach the meaning of suffixes or to provide 
drill in foreign language study; for example, verb endings. 



BOT.IGUAY 

A role-play gaiie , BOLIGUAY teaches about interest groups and problems 
in a Latin American country. In "Bollguay," a fictitious country, four 
interest groups atterrpt to Influence a legislative decision. Designed for 
use with sixth graders, this game can easily be adapted for use at the 
secondary level. Entire classes can play. 

By rewriting the roles and scenario, a teacher could use this game ♦ 
to study the legislative process la a European country, an African country, 
the United States, etc. 



GAMP- A- RAM A 

This board game will help the student make decisions to overcome the 
unforeseeable situations that may arise during a camping trip. Pupils 
may also learn the advantages In sharing with others. The game also 
familiarizes students with carrping equipment. 

Two to six players or, groups of players can play the game. It is 
designed for children of all abilities in grades 3-6. 



CLIMB -0 

This board game enhances the teaching of short and long vowel sounds 
nnd increases vocabulary. It is designed for children of all abilities 
in grades 1-3. Groups of four children can play. 

The same format can be u£3ed to teach blends, digraphs and other 
elements of phonics, or to teach number facts and review arithmetical 
computations. 
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CONSERV-0 

This board game Is designed to promote an understanding of conser- 
vation problens and practices in the United States, Through the play of 
the game, children will become familiar with appropriate solutions to 
many conservation problems. The game exposes the students to the govern- 
ment departments responsible for the execution of proper conservation 
practices. 

Students play in groups of three to five players. The game was 
designed for pupils in grades 4-6* 



DILIST 

(Directions & Listening) 

This board gane is designed to improve the skills of giving clear 
and accurate directions and of listening carefully in order to follow 
directions correctly. By altering the diffictilty level of the game 
components, it can be used in grades 2-12 in any subject area, A whole 
class can play. 

DILIST - KINDERGARTEN - FIRST GRADE VERSION 

A simplified version of the above game for the kindergarten and 
first grades has been developed. 



DISCOVEX 

This board game is to be used in conjunction with a social studies 
unit on "The Age of Exploration and Discovery/' It enables students to 
review explorers and their voyages. Designed for students In grades 
9-12, It can be adapted for use at &11 lower levels. Groups of four 
students can play. 

Different explorers, explorers and countries from which they sailed, 
or explorers and dates of voyages could be substituted on the game boards 
and cards. A similar game board could be used to teach associated facts 
in ma thematics , geography , history, science, and English. 



DONKEY RACE 

This board game prov^.des drill in rapid recognition of the Dolch 
Basic Sight Words in a most unique way: the child tosses a bean bag 
on a donkey which contains the words. The game would be of most interest 
to children in the primary grades and in remedial reading classes. It 
can be used with either two to four players or with the whole class by 
employing teams. 



If adapted, DONKEY RACE can be played using definitions, spelling 
color recognition, drill in arithmetic, and blends, or any other subject 
Q *.ch requires review. 



(THE) ELEMENT FAl-nLY GAME 
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This board game reviews the elements of the Periodic Chart, which 
are related through corresponding groups to Families, and through 
symbols or names to ch^ members ot the Families. It can be played by 
secondary chemistry or physics classes of any size. 

The same format .can be used on any grade level in any subject 
matter which requires categorizing. 



EL SUENO IDEAL DE DON QUIYOTE 

(The Impossible Dream) 

This board game reviews the conjugations of Spanish verbs* Designed 
for use in Spanish I to III, the game Involves the entire class. Don 
Quiyot's battle with windmills is symbolized in the game. 

French adaptations are included: Lettres do Mo n Moulin ( Lett ers from 
My Mill) . - ' 



FILLAFORM 

A hybrid game designed to encourage students to follow written 
directions accurately, FILLAFORM can be played with students from sixth 
grade to the end oE junior high, Ic it a game which the whole class can 
play at one time, no matter what the class size* 

By substituting real foims, such as a college application or a 
school registration form, in place of those mentioned in the game, the 
teacher can prepare studencs to fill out any form. 



FOREST ADVENTURE 

A teaching game designed for grades 4-8, FOREST ADVENTURE helps 
students recognize the value of our natural resources, acquaints them 
with the interdependence of forest regions, and teaches facts about the 
propagation and commercial uses of trees. Groups of five students or 
five teams of students can play. 

The game can be adapted for social studies, s<^-ence, and industrial^ 
arts classes. 



FRACTION T RACK 

This board game teaches equivab^nt fractions to pu'pils in the ^^—^^ 
intermediate grades. It is a game in which the entire class can participate. 



The same format can be used with other areas which lend themselves to 
'd 

ERIC 



th^ "discovery^* method of learning. 



10 



INFLATION 



This combination role-play board game teaches the concept of infla- 
tion to secondary pupils. Students assume various occupational roles and 
become acquainted with the different methods employed by various persons 
as they attempt to cope with inflation. The student becomes familiarized 
with causes » effects, and results of inflation* From nine to sixteen 
players may participate in the game, which may be played in two or three 
class periods. 



M AP-O-RAMA 

This board game was designed to teach map reading skills (population, 
natural resources , political, products, geographic relief, and pre- 
cipitation maps) to children in grades 5-7. Six to 36 players can play 
at one time; players play in teams. 

This same format can be used with sets of historical maps from 
United States or world history classes or with other types of geographical 
maps« 



V MERRY MAILMAN 

This hybrid game teaches letter recognition. MERRY MAILMAN can be 
used in kindergarten or first grade after letters have been introduced. 
It is an active team game involving the whole class. The decks need not 
contain all of the letters in the alphabet. In the early stages of 
"letter learning/' the game can be played using only four or five different 
letters. 

The same format can also be used in the teaching of blends, words, 
numerals, addition and subtraction. 



MERRY MI$ERS 

This combination role-play board game was designed to familiarize 
fourth, fifth and sixth graders with various banking ptcr.edures. The 
objectives include: writing out checks, depositing money, endorsing 
checks, and making out bills of sale. A whole class can participate in 
the play of this game. 



MOD MATH 



This board game teaches the basic processes of addition, subtraction, 
multiplicattan> and division and the proper names of arithmetic operations; 
it also emphasizes the correlaliun of symbols, ternlnology, and arithme- 
tical computations. The garr.e can be used in grades 2-4, and it can be 
adapted for use at all levels. Entire classes can play. 
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To increase the gamers difficulty, different sets of numbers may 
added to the problem cards. For older students, different mathematical 
latlonships could be added, e*g., square roots, factors, etc. 



PASS-A--BILL 
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This board game was designed specifically for use In an eighth 
grade American history class. Through the playing of the game, students 
recognize the difficulty Involved in getting a bill to become a law. 



PICK-A-LEAF 

This game reviews the whole initial alphabet. Although designed for 
grade 1, It can be adapted for use in grades 1-3. The whole class can 
play at one time, divided into two teams, each with a leader. 

The same format could be used In English to teach dlpthongs, digraphs, 
suffixes and prefixes, root words and blends; It could also be used to 
teach numbers . 



PIGK-AN-END 

Designed for first and second graders, this board game teaches or 
reviews the short vowel sounds. Students play as individuals In groups 
of four to six players. This game could also be played by slow learners 
in advanced grades. 

A similar application of the game would be to change the format so 
that the beginning sounds are put on the playing boards and a vowel deck 
of cards Is used instead of a beginning sound deck. 



PROGRESSIVE WORD RUMMY 

This card gatne teaches synonyms and promotes efficient use of the 
dictionary and thesaurus. Although designed for grades 4-6, it can be 
adapted for use in grades 7-9. Groups of two to four students can play. 

The same format can be used to teach a range of classifications, 
from animals and transportation vehicles to biological categories or schools 
of art. 



PROTECTQ L 

A board game which is to be used at the end of an instructional unit 
on life insurance, PROTECTQ L reviews the characteristics of the four 
major types of life Insurance; limited life, endowment, term, and ^ 
straight life. It was designed for secondary classes in consumer economics 
or business education courses. The game is played in groups of five 
students . 

The same game format can be used to review other types of insurance, 
such as fire, automobile, or health policies. a2so, it can be used to 
teach such classification processes as those involved in biology and ' 
geology. 

ERLC 
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QUAD-GEOMMY 



This card garae reviews facts about quadrilaterals and simultaneously 
helps students to analyze general geometrical situations. It is designed 
for groups of four to six students in grades 8-10. 

The same format can be used to teach facts about any type of polygon 
and to teach circle theorems. 



RE- CON 

A role-playing game for use in a high school social studies class » 
RE-CON involves the making of decisions that effect resources and conser- 
vation in a small mining town. It is a game in which the entire class can 
participate. 

RE-CON is designed to illustrate a conflict. Other conflict situa- 
tions can fit into the same general format. 



SATISFACTION 

This is a role-play game which teaches the natural resources and 
ways of life In European countries and in regions of the United States. 
Whole classes of students, grades 5-8, can play* 

This game could be adapted for students in lower and higher grades. 
Countries other than those indicated could be used* 



SCHOOL DEMOCRACY 

This is a role--play game designed to teach the basic concept of the 
democratic process. Each child assumes a role as either a parent or a 
child, with one child as chairman of the meeting. Children discuss and 
vote on stated issues according to their role cards. 

This game can be used in the primary grades. A whole class can 
participate in the play of the game. 



SENTENCE ROLL 

This board game teaches students to identify various parts of speech 
and to apply this knowledge to good sentence structure. Used in the 
Intermediate and junior high grades, it can be played with a flexible 
number of students, from two to the entire class. 

SENTENCE ROLL is uniquely versatile and can be easily adapted to 
other curricula, especially foreign languages and mathematics. 
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This board game teaches or ic v- ews spelling by having students 
hear, write, see and read words. Although designed for students of 
all abilities in grades 3-6, ic \s especially appropriate for renedial 
and low ability groups, A whole class of children can play. 

The same format can be used for reading instead of spelling and 
for learning certain facts required in arithmetic. The format could 
also be used for review purposes instead of teaching, i.e., history or 
science. 



SQLAR-Q 

This game teaches facts about the nine planets of our solar 
system. Although designed for grades 4-5, it can be adapted to most 
grade levels, A whole class can participace. 

The same fonnat can be used to teach a range of subjects from 
functions of parts of the body to characteristics of species of flora. 



SPACE RACE 

This combination board and role-play game (hybrid) teaches a large 
number of facts about our solar system and its planets. It is designed 
for all ability levels in grades 5-8. Nine individuals or nine small 
teams can play. 

By changing the game board and scenario, the teacher could use 
this game to teach geography in any real or imaginary period exploration. 

SPEC-CAT 

(Specimens and Categories) 

This board game, to be used on a field trip, acquaints students 
with the characteristics of botanical specimens and with the categories 
to which these specimens belong. It was designed for ninth grade general 
science classes, but is easily adaptable to other grade levels. Teams 
of four students can play. 

The same format can be used to teach the ider>tif ication ^nd classi-:n 
fication of almost any available objects. i'.^. . 

SPINQBLEND 

Designed for second grade students, SPlNOBLii;NU provides drill on 
the auditory-visual recognition of ten consonant blends and alms at the 
formation of an instant association of a blend with a given word and 
phrase. Groups of 10 students may play. 

cnTr^" The game can easily be adapted to other grade levels. By constructing 
aimmlllis^ cards , the teacher can use the game in other areas of phonics, such 
as drill on vowel sounds or digraphs, as well as on consonant blends • 
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STAY OR GO 



STAY OR GO is a role-play game designed co be used In a unit study 
of the Middle Ages. Its setting is a fictitious feudal manor whose 
village of serfs is subjected co f c ;ces o£ change and to other Influences 
which try to maincaln the scatus quo. The basic isiue of the game is 
whether or not the serfs u'lll choose to leave tha manor; as this issue 
is explored, the social, policicai, and economic conditions of the Middle 
Ages are made apparent, A garac which involves the whole class, STAV 
OR GO is recommended for junior high school grades because of its 
context. 

By rewriting the scenario and roles, the teacher could adapt this 
game for the study of slavery m the South prior to the Civil War. 

STUMP THE STA RS 

(Ibe Colonization of Pennsylvania) 

This is a review game vhicb is designed co test the students' 
comprehension of Colonial Pennss'lvania. It mdlcaces the students' 
knowledge on various copies, e.g», colonial leaders, significant events 
of that era. This game also promotes the students' ability to formulate 
intelligible questions. "The Coloni2ation of Pennsylvania'* was 
designed for grades five and six and can be played with 10-30 children. 

This same format can be used In English^ math, and science. It 
could be utilized in grades 3--12, depending on the complexity of the 
subject matter. A teacher could use the format of "STUMP THE STARS" 
to determine how much che studencs already know about a specific topic 
before studying it so a minimal amouat of rer teaching would take place. 

SUNNT NUM BERS 

SUNNY NUMBERS is a board game designed to teach or review recog- 
nition and counting of nume.rals one through 10. Pupils become familiar 
with the numerals by seeing, hearing, and repeating them throughout the 
game. Although designed primaiily as a kindergarten first-grade game, 
applications of this game format could be used for older children who 
have difficulty in numeral recognition and comprehension. 

The same game format can be used replacing the numerals with 
letters of the alphabet. This game can also be used in certain math 
processes, e.g., adding and subcractmg. 
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^lAKE A.ND MAKE 

TAKE AND MAKE is a phonics game designed to teach initial consonant 
sounds and the letter which corresponds to each sound* It also teaches 
or levlews rhyming words, A first anvl second grade game, TAKE AND MAKE 
can be played by 20 children, in two circles of 10. 

A teacher could substitute blends , such as bj., fl, cr, s^, for the 
single consonant sounds in the game. Word parts other than those given 
In the game could be used. 



WHIZ-MATE 

This card game was designed for lower elementary grade pupils to 
increase their awareness of numbers and numerals 1-10. It can be 
adapted for higher grade levels by using larger numbers or by using 
subtraction, multiplication, or division processes. 

An able or perceptive child may notice that one can use more complex 
combinations to make the number eight. For example, instead of using 
pairs of numerals, a child could play the game finding combinations of 
three, four or more numerals, 

e.g., 8«»0-*.i + 7 8«l + 2 + 3 + 2 

8=2t3+3 8«0 + 2 + 5 + 1 

8«6 + l + l 8-l + l + lr5 



WORD TUMBLE 

This board game teaches the concepts related to parts of speech, 
specifically those of verb, noun, pronoun, and adjective. It was 
designed for Intermediate English classes. The game can be played by 
as few as two children or as many as the entire class. 

The playing board from this game can be used in any other area of 
the Curriculum, especially spelling and mathematics. 



Y-CHANGE? 

This board game is designed to help children develop and/or review 
the evolutionary concept chat life forms change as the physical environ- 
ment changes. Animal life is stressed over plant forms in the game, 
but the game materials can be adapted for the study of plant development, 

The game can be used in grades A-12- The basic format or the same 
can easily be adjusted to lower grade levels to help relate present day 
animal life to different environments, such as deserts, mountains, and 
marshes* 
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AQUA MATH 



I. 



Overview t 
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This board game is designed to help the child master the concepts of basic math 
facts (addition, subtraction, Jtiultipltcatlou, and division). It incorporates 
the use the open sentence , Cvame, numoHt sentence^ and number line into 
the learning of these skills. Suggested tor ube ir the primary ar.d low inter- 
mediate grades » the game is one which can be played by as few as two children 
or by as many as the entire class. 

The same format can be used to teach spelling. 

Objectives > 

A. Behavioral, 

I. Given the following ^0 number sentences which are found In the game 
(see Appendix b\ the child should be able, without the aid of any 
reference materials, to write the correct answers to at least 30 of 
the facts, thus demonstrating his intuitive understanding of numbers. 
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2. Given the following 20 addition facts not found in the game, the child, 
with the aid of a number line, should be able to show that he under-- 
stands the relationship of addition and subtraction bv writing the 
Inverse operation of addition, e. g, , subi:ractian (Example : (9) +/d^= 10, 
therefore (TOJ * (D or jlp] =^Cix) . The lower limits of 

acceptable performance will be 16 correct responses in a 20 minute 
period. 
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3. Given the following 20 number sentences which involve both the 
multiplication and division processes, the child should be able 
to show that he understands the relationship of multiplication 
and division by supplying the correct products and quotients of 
at least 14 of the problems in a 15 minute period. 
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B, General. 

1. The learner should underzo me^^ntngful experiences (such as 
using number lines and manipulating concrete representations) 
which should help him discover solutions to problems. 

2. The learner should develop a readiness for the further study of 
caathenatlcal ideas and concepts by practicing fundamental mathe-* 
matical concepts. 

Ill* Materials and GaTie Components . 

A. Needed Materials. 

1. . 21 sheets of yellow oaktag paper (18'' X 24^'). Each sheet if for six 
Fish Number Cards used In the garae* See Appendix A foi: illustration 
of Fish Number Cards. 'Three sheets for Baby Fish. (See Appendix A,) 

2* 108 giant paper clips. (One is glued to each Fish Number Card used 
in the game . ) 

3* 2 slender branches from a tree to represent fishing poles. 

4. 2 small horseshoe magnets. 

5. 2 sections of cord, each 36" in length. 

6. 2 dowel sticks> each 36" in length. 

7. 2 "net" cabbage bags. (''Net" orange bags can be substituted.) 

8. 2 wire coat hangers. 

9. 2 one-quart berry baskets. (Small boxes can be substituted.) 

10. 1 bottle of Elmer's Glue-All. 

11. 1 large cardboard box used to represent the fishpond. 

12. 18 sheets of 22" X 28" poster board (eight white, three yellow, 
one blue, two red, two green, two orange). 

13. 8 brass fasteners. 

14. 2 felt-tip markers (red, black). 

15. Yardstick. 

16. Chalkboard compass (optional l£ one Is unavailable, attach a string 
to a piece of chalk). 

17. Protractor. 

18. Compass. 

B. Construction of Game Components. 

1. Fishpond: 

Line cardboard box with a sheet of blue poster board. 

2. Fishnets (Construct two): 

a. Sew the "net" cabbage bags onto bent coat hangers. 

b. Tape dowel sticks onto the ends of the coat hangers. (See 
Appendix A for illustration of fishnet.) 

3. Flshpoles: 

a. Attach a cord to each slender branch. 

b. Attach a horseshoe raagnet to the end of each cord. 

4. Fish Number Card: 

a. Trace and cue 6 Fish Number Card from each sheet of yellow 
oaktag paper. (See Appendix A for exact model and size.) 

b. Place an open sentence on each of the Fish Number Cards (see 
Appendix B for these addition, subtraction, multiplication, 
and division number sentences) . 

c. Glue a paper clip to the reverse side of each Fish Number Card. 
(Fewer or additional Fish Number Cards can be constructed. 

The number depends upon how many basic number facts the 
teacher wishes the child to learn. However, it should be 
noted that if fewer Fish Nutnber Cards are constructed, perhaps 
not all the behavioral objectives in the game can be met.) 
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Baby Fish Cards: 

Cut and trace 100 Baby Fi&h Cards from yellow oaktag paper 
(see Appendix A for exact model and illustration). 
Tape Measure Number Line: 

a* Use yellow poster board, to construct two Fish Measure Number 

Lines (4'^ X 28'0 . 
b. Use a black felt-tip marker to write numerals 1-27 on these 

strips of poster beard (the poster board strip Is 28** long; 

therefore, place each numeral on each of the Inch markers). 
Baby Fish Pond: 

a* Line each quart berry basket with blue poster board, 
b. Place 50 Baby Fish into each basket. 

Giant Fish Checkers: (Eight checkers are needed* Each team will 
be given an addition, subtraction, multiplication and division 
Fish Checker.) 

a. Lower Numeral Disk. 

(1) From the white poster board, cut out eight dii^kh, 18" 
In diameter. 

(2) Section each of the eight disks Into 27 equal sections, 
by locating the center of the circle and lightly .drawing 
lines from the center to the perimeter. (Use protractor 
since the angles must be precise.) From the center or 
vertex of the circle, locate the following points on one 
of the radii : 3»\ 4V', SV*/ 6V' and 8". Use corapass 

to draw circles lightly on the disks at these exact locations. 
Use this same procedure to locate the precise prints on 
each of the additional seven dlskii. 

(3) On each of two separate disks, place numerals which relate 
to the addition facts found in the game. Follow the same 
procedure for numerals which felate to the subtraction, 
multiplication, and division facts. (See Appendix C 

for complete illustrations of the disks and positioning 
of the numerals.) 

b. Body of the Fish Checker (cover to be placed on the lovier 
disk). 

1. Cut a large fish vsee Appendix D for exact specifications 
and Illustration) from each of the remaining eight sheets 
of colored poster board (two each- red, orange, yellow, 
and green) . 

2. Determine the exact positions of the apertures by locating 
the same angle and positions from the center of the body 
as were found on the Lower Numeral Disk (see Appendix D) . 
Cut out the three apertures. (Notice on the Illustration 
that the position of the mouth Is one segment lower than 
the segment directly opposite the one In which the other 
two apertures were cut.) 

3. Fasten with brass fasteners the two bodies of the yellow 
fish checkers onto the two separate Lower Numeral Addition 
Disks. 

4. Follow the same procedure and fasten the bodies of the 
green fish checkers onto the two separate division Lower 
Numeral Disks, the orange bodies onto the separate 
multiplication Lower Numeral Disks, and the red onto the 
separate subtrac tlon Lower Numeral Disks. (The eight Lower 



Numeral Dlsl*s of the fl.ih checkers vrlll rotate freely 
beneath thfe cotcrtul poster board tish cover. ( fhf 
strategic apertures should reveal the aiirflber sentence and 

' ; the arsvt^r Irotn the Lower Numeral Di'^k.) 

5. Use the black tcl t-t Ip u.arkor to wrl*te tha nura-iralr^ which 
appear throv^gh the two «iperturos at the left of tht Vi^h 
Chcckci, red lult-tip marker to write tue rux-nerals 

that supply che aru-wers. 

6i On thti faddltlori fi5«h Checker (sc<: Appendix D) , place a 
plus sign betwtsen tho two aperturef, at the left. Phire 
a minus sit;: on the subrractlon Ft ill Oio^-kcir ated print 
the 3»?ntence, "How t^^anv^ pr'-l_j^'' he ii* i '^l :ti Firli 
Checkers. The iTI'J 1 1 i pi i ca t.ior> Fifh fiuckerr do no: tTfvd 
any slgtis or que^t:oi\» written cm cIujv,, (Sf.^i App'.^rdLx D 
for the exact lo':a:i:ins of thii sigus^^ etc. written on 
Fish Chuckers.) 



IV. Proc»: dur c ? . 



A. A team of six to tughn chllarctn car- pla\ AQUA MiV-tl. Assign Tea.n A (four 
pupilj) to on-.:: side ot tht iish por.J avd ti^*,ign H ( toi.r pufll--) lo 
the opposite 5: do. 

B. Give oath team a af:t. tifh pr>ie, £c'r*r Ti.^li Checker.^ (addition, iMjotra-ilon, 
tTiultlpllCKit ion, and dtvis lo v) , a T^ve Xeasurti Ntinr^er Lint?, and a Bah; >' V >Vi 
Poi'd whi ih contains a schoc"' ~ ':i baby Fish Card:;. 

C. A i::err:bcr or Team A placed hi:? fl?h;^vle in the pond and (Oi ihes a Finh 
Nujnber Card* (The r-iagruu. on noie will attract the pap;rr clip on 
the ftsh.) The player read*5 t:i^* probU^n on the hi^Ai K:i-^f*c r v?ard. If 
the correct artSwer gi^tsr*, a.")i there is chal irrtn th^ oppori tc 
teen, bocb. tea-ii'S dial tno Fv:^i- Cieckcr ar.n Verify tho. ao:-^wer. If th(: ai'.v.;t*:r 
is correct.. Team A "mas ' IK-t tish. before anyot)e can "not" a fi&h, tt^e 
Fish Chticker :rii?t be coi^fiulred by both teai-^s and the a'lswc^r veritiod. 

D. If a child givr:s an inaccurate rftspo/ise to the pvoblen aad a tnecibur of 
Team b cha I l*i''ge^; nin> rhc rir.nber or T*:arr B tnav correcr. the anowt^r Ivit 
must aJi^o pro 't '.hat Mv au^wer is tiu* correcr one?. lU? do*^s ihl'C by 
arraiglr^g tht Baoy i irih a: to «*.et5, trans:oting the problrn ..Mtuarinn 
into a uu:ic£ir ^t '^r-^ oi ':i>rict. . and ?'ipp^iying tho iiorrcct an-^v^er. 
(,Exairp*e, ^ 2 "I ha v toi;r fi?>h and caugh: two ""orc. N'ov I 
havt six tis^" or j K>rt: * iVf.- fish and lour fi^r-h are ;ix fi.;b»") 

Bofh tcra".:- :onv.tlt rhe Fi^b Clit^.Vu.r, The teafn. Ltijr pro;idos tho. cor^tct. 
answer ''aots" ittj ti?b.. 

E. If a n^^rbi^r ct a t:^.an catch^is flfh :vo;n the por.d a^d hai diHirvjlty 
d*-:teir«lTiing tho an^w^-.r , is p^.r^^urted ro analvro :ht pioblc- hv 

o»np loving his >.hcc'l i^t Fia>^v Fir^h. (Tht? of fori; a \M :^!a 1 1 zat i oi th«^ 
pTobler by '.ir pl(' ;j p^; *n*'.reto. rof r* fonMliori^.) The p^<?ivor -f-^N ai.^o 
U5^e hi* -'-.'rv^^r to J- 'ico^t-r rht a*^v.c«ir3. If the. plav'-r fjol 'o.^^ tlii: 

proMiH:, ri % t.^.^"!. i > perr^rtud ^M "net" tho tij?n. 

^' • If or* I i' ^ orr t r > pi r st: i s g I *:^7 -3 ad i; tu^ < jppo*^ I ^ o t <■ a*:! < » t f t, vr, t\n cha I - 
Itfjgi . hryth Lor -f flr r-^i^i : 1 Hi Chcckt^r-', ho:wr«: awart of ^ iria;.- 

nkTa : J , j,'d oi'V f^i the • » ■ s r iV^se s f h-? M 3h ba:!* f.n^v^ M-«- nrul. 

iJ* (".a h tdVes a t ut'i f i i aM ^ . { i -.h Kuivo bo-i i < a'^jL:*' << ' I .^t^c<i. 



ERIC 



win Criteria. 



Each team counts the fish In its net. The team with the most fish wins. 
I. Debriefing . 

A. The following questions may be appropriate; 
!• Why do you think you won the game? 

2. How many fish did you catch, Team A? 

3. How many fish did you catch, Team B? 

4. Why do you think you caught fewer fish? 

5. How did the Fish Checkers help you? 

6* How did the Baby Fish help you discover the answers to the problems 

that you didn't know? 
7* Did you use the number line? How did it help you solve your 

problems for addition? multiplication? subtraction? division? 

(Have children relate .heir experiences). 

8. Which did you pre tec to use to help you discover answers to the 
problems the number line or Baby Fish? Why? 

9. Which problems seemed difficult for you? 

10. If you play the game ag^iin, what do you think you could do to 

make sure that you winV 

B. A possible and optional activity to introduce the word, set . 
(Place 12 Baby Fish in the Fishpond or on the f lanne Iboard • 
them in any order.) Ask "How many fish do we have in the pond? 
Suppose three of the fish began to swim in this direction."" (Have 
child place three fish in one direction.) "Three fish swim in this 
direction." (Child places taree in another direction.) "Three swim 
in this direction." (Child places three in third direction.) "Three 
swim in this direction." (Child places three fish in a fourth direction.) 

/ "How many groups or sets of fish do we have? How many fish do we have? 

How many fish are in each set? What have we done?" ("Yes, we've separated 
or divided them into sets.'") "Now in the center of the pond is a big 
fly which these fish would like to have for a meal. What do you think 
I the fish will do?"' (Show the representition. ) "What have we done. Yes, 

I we've added 3 + 3 + 3 + 3= JJ^j or we can say that four threes are 12 or 

I * 4X3= . Now let's suppose a fisherman just like you came to this 

I / pond. He thought that he'd catch tnore fish than that, so guess what he 

' / did with these three Baby Fish."" (A Fish Checker or the Number Line can 

I be employed to prove the answer.) 

C. Test according to the behavioral objectives. 

I. Results of Tryout . 
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Appendix B 



4 + 5 

4 + 7 «Q 

4 + 9 = □ 

5> 3 =□ 

5.6 =□ 

6 + 2 

6 + 4 =□ 
6+7=n 

9.6=n 

10 - 4 

10 - 7 =□ 

10 - 8 = □ 
11.3=Q 

11 -4 = n 
ii.6=n 

12 -4=n 
i2.8=n 

2 fours =Q] 
2 fives =□ 
2 sixes - Q 
2 sevens = 
2 eights = 



6 

7 + 2 

7 + 5==n 

7 + 8=n 

8 + ^ =□ 

8 + 6 =□ 

9 + 1 =□ 
9 + 4 =□ 
9 + R=Q 

12 - 9 =□ 

13-6=n 

13 - 8 =□ 

14 - 6 =□ 
14 - 7 =□ 
15.6=n 
15.8==Q 
l7-9=n 
18 - 8 = □ 

3 fours = Q 

4 ones = 

4 twos = □ 

4 threes =[ | 

5 ones = |^ 



How cr.any threes in 12? 

How many threes lu 15? 

How ir^.aay threes la 18? 

How many fours in ^? 

How maay fours in 8? 

How many fours In 12? 

Hnw rriany fours In 16? 

How many f Lvo> Lr- 3? 

How many fives in 10? 

How many fives in 15? 

How many sixes in 6? 

How many sixes In 12? 

How many sixes in 18? 



Appendix C 

The Lower Numeral Disks for the Giant Fish Checkers 

White poster board should be use! for the lower disks. The measurements must be 
precise so that these numerals will appear through the .aperture of the top disk. 
(Use pencil to pKice numerals on dlskj in oase of error.) 




Lower NWral DUk for the Giant Fish Checkers 
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The Lower Numeral Disk for che Giant Fish Checkers 



Multiplication: 




\8" m diamecer 



Appendix D 

Bodies of b'Lsh Chci:kers (Covers [or lower addition 
nurneral disks) 



Addition* 

Use two ^Ktel-i of yellow poster 
boaiJ CO construct two bodies. 
Use felt-tip itiar^er to add 
plus slgtis lo covers. 




26 3M" 



8" tail plus 18 3/V in dld-etor oL ' irrU 
Note: The position of the rT.outU is one sog^rlO^^ lowor thar; the so^'oiu dire:ily 
opposite the one in which the ciher tvo apertures were cut. 

O 
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BID-A^WORD 



I- Overvte v. 

This hybrid role-play and board garao protcotes the learning of prefixes in the 
junior high gi^ades. 

This game could also be used to teach the meaning of suffixes. It could also 
bo used to provide drill in foreign language study: for example, verb endings. 

II. Objectives. 



A. Behavioral, 

1. Given the following 20 definitions and selection of prefixes and 



roo 


t words; 


Definitions 


a. 


To 


carry across 




?o 


turn across 


c ♦ 


To 


cai^y a message 


d. 


To 


go baok, withdraw 


e. 


To 


expross disapproval of 




To 


tutn baok 




To 


go before or in front of 


h. 


To 


write at the beginning as a direction 


1. 


To 


carry away 


0- 


To 


write an account of 


k. 


To 


pa^y down 


1, 


To 


demc'n&trate invalidity; to prove wrong 


m. 


To 


cany into 


n. 


To 


make better 


0. 


To 


^jit upon 


P- 


To 


carry away 


q« 


To 


put out on show 


r. 


To 


go along with; to acknowledge 




To 


talk together 


to 


To 


write as a lasting record. 


Prefixes: 



Trans, Re, Pre, De, Im, Ex, Con, In 

Root words: 

Port, Cede, Scribe, Prove, Verse, Pose 

the student should be able to match a prefix to a root-word to make 
a word to correspond to each of the given definitions, with at least 

accuracy, 

2» Given the following list of 20 words involving prefixes: 



a. 


depose 


be 


disprove 


c • 


iraprcve 


d. 


trarisverse 


e. 


report 


f. 


improve 


g' 


recede 


h. 


converse 


i • 


Inscribe 


3* 


export 


k. 


concede 


1. 


expose 
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2 \ 







n . 














preceaa 


r. 




8 y 


reverse 


to 


impose 



the student f:ho';ld be able to vrite correct definitions for at 
least 805^ of ♦hers. 

B» General. 

1. The student should be able to recognize the effect of a given 

prefix on different roots. 
2« The student should be able to use a dictionary more efficiently^ 

A. Needed Materials- 

1;> Construction paper of two different colors for prefix and root word/ 
def initicn carcln 

2. Construct i^n pap-i-r lo be used as score cards (one sheet for each student 
in the class) , 

3, A set of diotionari.ea, all alike, one for each student in the class, 
4» Paper and penc^il for each student » 

5« Envelopes (one for e^^ch st^Jdent ). 

6^ Counters to repro^c-nt money (45 coin? per student). 

Bo Constiu:*i:n of Game- 0:>mpcnents 
1, Game c iii^i 

Cut c-ons" cuciion paper of two different colors into cardSo On one 
color, writ\; variour? prefixes; on the otner, write various root words 
and def inl t icns ( -yaggesied vj-rds are given In section II; others can be 
taken fron? a 5pc?:'.f io di?ti:nary whi :h ^he students will use)* The root 
word/def ini* *on cdi'*? ate dr<*?ignei point valuer of 5i 3j 2 or 1; these are 
vritten m the lower right .^omer of each card (see diagram). 

a. Pref:K carjLS^ 

1 



etc. 



Root Word 
Definition 
Point Value 



2. Score Cards s 

Construct sjore Cv^rds according to the following diagram: 




SUP 



b. Root word/def initicn cards: 



-PORT <: 
Def. To carry across 

a) 



5 ) ^- 
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SCORE 



3 



BIDDING ROUI-rP 



BIDDTHG RCJ!TD 



'•lONBY SCORE (l pt. per 10 coins) 

TOTAL SCORE 



J 



5« Set of diot.ionaraes (see IV, A, 3)» 
4^ Siuder.i packets; 

Elnvelcpes cDntainin^ counters to represent caoney (45 coins per student). 

G. Roles. 

1. Auctioneer (one member of class). 

2. Bidders (rerriaindfir of class). 

5» Clerk (teacher or cocopetent student)* 

IV» Procedures . 

A* Each stuaen*: receives: 

lo Five rcot word/def mit ion cards (one of 5 point value , one of 3 

point value, one of 2 point value, and two of 1 point value), 
2. An envtflcpe containing 45 counters or pennies for use during the 

entire game. 
5. Paper and pencil. 
4* A dictionaryr 
5* A score cardr 

B. To begin, seven prefixes, either selected by the teacher or chosen randomly 
from a pack of prefix cards, are placed for bid by the auctioneer. 

C. Students are given five minutes (or a time period suitable to their ability) 
in which to use the dictionary to look up and check words which can be 
fortreH by ?.oQbining any of the prefixes for bid with any of their root 
words, to see if the .complete words would fit the given definitions- 

D. At the end of this five minute period, bidding takes place: 

1. "TY.e auctioneer auctions off one prefix at a time, selling to the highest 
hi Adr^i. 

2. The bidder claiming the prefix must justify his claim by reading his 
complete word and following it by the given definition. 

3. The GIiHRK either accepts the word as correct or rejects it. (Some 
discussion may take place at this stage if a word is rejected, to see 

O 
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how the error occurred.) 

4. If a word is rt^jectud, the bidder must return his prefix to the auctioneer 
and forfeit the money he paid for it. The prefix can then be re-auctioned. 

5. Auctioning continues in this manner until all prefixes are either sold 
or unwanted, which triarks the end of bidding round #1. 

E. Students enter their score for round on their score cards, tilling in 
the words and definitions for which they gained points, and the number of 
points gained. 

F. Round l3 played exactly as round using new prefixes and re-dealing 
root word/definition cards. 

G* Round y>3 is played exactly as round #1 (number of rounds can be varied as 
desired). 

H. Each student count3 his remaining money and scores one point for every 10 
coins. Tht^^e p.>iat3 are entered on the score card. 

I, Scort^:; are totalled. 

V. Win Crit e ria . 

The student wi^li t.:e highest score wins. 

VI. Debrief L-g; . 

A, Soye debrit.llfjg cakes place during cho game when words are checked by 
the Ciork. For 3xample, cho^e questions might arise: 

1. Wr.y i3 yoir word the wrong word for the definition? 

2. VThat n\'iav' yo^: chink chu word was correct? 

3. VT.at dor:" >o':r word really rr.ean? 

B, Alter the p,a • I? complelc^d: 

K Ask wlr.nor as to why he won. Answers might include: values of his 

deiinltloa cards; Icck of ihc deal; rapid and accurate use of dictionary; 
wise use of money In proportion to the value of his words; demand for 
a certain prefix, etc. 

2. Ask' the rest of the class why they did not win. Answers might Include: 
ovetspent on a prefix of small value; unlucky cards dealt; slow In 
using the dl;^tlonary; mistakes with words; prefixes needed were of 
more value co sOi-neone else, etc. 

C, Test according to the behavioral objectives. 
VII. Results of iryr iut. 
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BOLIQUAY 



1. Overview, 

A role-play gaine, BOLIGITAY teaches about interest groups and problems in a 
Latin American co^jintry. ln"Boliguay a fictitious country^ fo\ir interest 
groups attempt t:: influerKe a legislative decision. Designed for use with 
sixth graders, thi5 game can easily be adapted for use at the secondary 
level* Rntire classes can play. 

By rewriting the i :les and scenario, a teacher could use this' game to study 
the legifclativo process in a European country, an African country, the United 
Statesj etc. 

II* Ob jec tives . 

A. . Behavioral , 

1. Given no reference materials, the student should be able to list the 
fo^or interest groups r^od in Appendix B« 

2. Given a scrambled list of the characteristics of the various interest 
groups (t'oond in the roles in Appendix b) and the names of the groups, 
the stuaont should be able to match each characieristic to the proper 
group. 

5. Given no reference materials, the student should be able to list 

fo^jtr ffa^or needs of underdeveloped coimtries . These needs are mentioned 
in the roles (see Appendix B) and include: 
a* education 

b« de v^ilcpmen^' of nat^jji'al resources 

c. irr.provement of health standards and facilities 

d. eianomic development 

B. General* 

1. The student should gain insi.^.i^t into the interactions of interest 
groups in a 9cciety^ 

2» The «^tuient shcald better understand the connection between geography 
and eooncffiic, political, and social conditions in a country. 

3o The t'tuaent ^should be able to pcr:civc that cooperation between in- 
teiest groups is necessary for progiess. 

4. The student should gain a better understanding of the problems of 
underdeveloped nations, 

III, Mate rials and 3-:tme Com ponents . 

A. A scenario df:-scribing the sccial, economic, and political conditions of 
''Bollguay^^ for each player (see Appendix A), 

B» Group roles containing* instructions for members of the Congress (see 
Appendix B) . 

C* Roles fcr players on each +eam; i.e^ , industrialists, hacienda owners, 
peons, and small farmers (seo Appendix B), These roles contain thti 
characteristics of each team as well as their needs and goals. 

Proce dures . 

A4 Time Period 1: 

!• Af^.sigr; fcur students to each interest group; the remaining pupils are 
members of the Congress, 

2, Give ea:h player a general scenario and his role, 

5. Dec^rribo '^lie game to the class and explain the win criteria (see 
secti.^n V) . 



4 All:w tmje for students to road their scenarios sind roles. 
B. Time Period 

1. Each interest gToup chooses its own chairman or spokesman* A member 
of Congress is also elected as speaker* 

2, For sevoral minutes, interest ^oups discuss their goals and ways 
these may be attained. Then the chairman of each interest group 
addresses the Congress, 

C> Time Ferud 3i 

1. Oonciu:t a voting session in which each player orally states his vote 
for a particular project. Each interest group receives a block of nine 
votes, emd each member of Congress receives one vote^ Since a majority 
(depending on number of pupils) is .necessary for approval af a project > 
it is not likely that a project will be approved in the first round 

of voting, 

2. The teacher or an appointed student tallies the votes on the board so 
th'iit players can sec hov; each particular group is voting. 

D. Ti'xe Fer; ji 4: 

1. Ir,^«.;u:t the interest groups that in order to get the votes necessary 
to pas: a>vy project, they are going to have to form partnerships or 

^ :>aiition.^. with one or more of the other groups^- They may have to 
iiwit:h from their preferred goal to their second preferenceo 

2. AHow ihK- interest groups to bargain with each other. Each chairman 
should keep the sessions organized and do the bargaining; he can be 
advised by other members of his team. Alliances or partnerships 
can be formed, 

5. At the same time as (2*) above, Congress (controlled by the speaker) 
has a gt^neral debate of the issues. 

E. Time PerjLoa 5: 

1. Again, Congress and the interest groups orally state their votes* 
, If ^heie IS no winner, proceed to Time Period 6. 

P: Time Period or 

1: In"tere?t groups continue bargaining and forming new coalitions. 
Ttir-^e gr^up? may have to unite* 

2. Allow coalitions to address Congress to sway votes. 

G, Time Period 7: 

1. Ccr^TOcS and coalitions vote for the final time. 

(Notei It IS possible that during the time alloted the game, no 
pr\>0?ct will win. Should this occur, it can be pointed out to students 
that Congresses are frequently stalemated in this way because of vested 
interest groups and their failure to compromise and cooperate success- 
fully.) 

Siipportei3 of the project which first receives a majority vote are declared 
the winners* 

Ac The fcllcwmg questions may be appropriate: 

!• Wha^ mu-rest groups were at work in the game? 

2, Wiat most influenced the way, you voted? 

5^ Why It sometimes necessary to modify your goals? 

4 What are the characteristics of each interest group involved? 

5. Which project was most important to each ^roup and why? 

6. O^hr^r qufj^tions felt to be appropriate by the teacher. 
B. Test a^':crcir^ to the behavioral objectives. 
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VII. Results of Tryout . 
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CAMP-A-RAMA 



I* OvervtCiW . 

A teaching game designed for the elementary grades, Gamp-A-Rasna will help th« 
student <nake decisions to overcome the unforseeable situations that may arltc 
during a c^rftpLrig adventure. Pupils may also learn the advantage of sharing* 
This game may be played by two to six players, or groups of players, from 
grades 3 to 6. 

II. Ob,1ectlves > 

Ai Behavioral, 

1. The sfudent will be able to distinguish various types of camping 
equlpir.ent used on a camping trip. 

2. The ftodent will be able to select proper equipment to be able to 
£;i:rvive the utiforseeable situations that arise during a camping trip. 

3. The child should be able to choose a path that will enable hltn to 
reach ^:As goal wich least difficulty. 

4. The child will be able to compare the effectiveness of cooperative 
versus Individual strategy, 

B» General. 

1. The cVilld should be rr.ore aware of the many unforseeable situations 
and hazards erxountered during a camping trip. 

2. The children should be able to make decisions more effectively, 
tll. MaterlalJ aaJ Came Components , 

A. Needed Materia*; J . 

1, Two sheers cf white poster board (22" x 28"). 

2, Three felt-clp markers (red, blue, green), 
3« Masking tape* 

A. Elmer's Glue- All. 

5. Optional various colored felt-tip markers to make camping scenes 
on boards 

6. Six pace markers. 

7. One set "Instant Insanity''. 

8* Magazine or catalogue pictures to put on equipment cards (Sears 
S & H Green Stamp). 

9. Seven envelopes for each set of cards* 
IV. Construt-.tlon of Ga tr. e Components : 
1. Board. 

a. Tape together wVilte poster board. Draw the designated paths as 
Illustrated (see Appendix A). 
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b. Add a cave at each Intersection. 

c. Color the blocks red, blue, or green on each path as Indicated. 
Leave blank spaces white. 

2. Equipment Cards, 

a. Cut 54 index cards in half. 



b. 



Label each card to correspond with the following list. Cut pictures 
from magazines or catalogues to correspond with the label. 



1. 


Tent. 


10. 


Canteen full of water. 


2. 


Radio. 


11. 


Hatchet. 


3. 


Matches . 


12. 


Mess Kit. 


A. 


Flashlight. 


13. 


Compass. 


5. 


Baeeb&ll. 


14. 


Knife. 


6. 


Rope. 


15. 


Food. 


7. 


Can Opener. 


16. 


Food. 


8. 


Sleeping Bag. 


17. 


Food. 


9. 


Firsc-ald Kit. 


18. 


Food. 



c. Make six sets of these cards. 

3. Hazard Cards. 

On individual index cards put the following: 



Thunderstorm Group 




Equipment Individual 


1) Keep going 5 spaces and 






use all matches to light 




You dropped one item in the 


fire 






creek. 


or 




2) Go back to nearest cave 






or 






3) Go home. 







Flashlight 



Individual 



1) Use flashlight to go 
through dark tunnel and 
move 6 rpaces and batteries 
are used 



or 



2) Move slowly 3 spaces and 
creep through the dark 
tunnel . 



First Aid Kit 



Individual 



You scratch your ankle on a twig 

1) Use first aid kit to move 
2 spaces 

or 

2) Stsy where you are 

or 

3) If you have a partner he 
helps you advance 1 space 

4) If you have 1st aid kit and 
partner, you advance 3 spaces 
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to eat Group 


1) 


With a food card you will 




have enough energy to 




move b spaces 




or 


2) 


Rel^x, 



Individual 



You feel like running* 



Kn/fe Individual 

1) Go home and get your 
knife which you may need 
later to cut through the 
briars 

or 

2) Stay where you are 

or 

3) If you have a knife you 
may move 2 spaces. 



Compass Individual 
You are lost in thick bushes. 

1) Wait for 1 turn as you 
climb a tree 

or 

2) Use your compass and 
move 2 space?.* 



Fir5C Aii Kit Individual 

1) You just got stung by a 
bee " With first aid kit you 
can iTove to next color 

or 

2) Lose one turn. 



„ 

Hatchet Individual 

1) Chop tree limV^ and climb 
over to next color block 

or 

2) Miss 1 turn while going 
around fallen tree. 



Rope Individual 

1) Use rope to help you over 
the swamp and leave it behind 

or 

2) Go around the swamp and 
miss nexc turn. 



Equipment Individual 

1) Climb mountain. Leave 
behind 2 pieces of equipment 
and move 2 spaces 

or 

2) Skip 2 turns while you 
go around t1r:e mountain. 



Food 



Individual 
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1) You found some wild straw- 
berries along the path. You 
way take 1 extra food card 

or 

2) You can run ahead 5 spaces 



Individual 



A Bear ahead 



1) Go back to nearest cross- 
path and change direction 

or 

2) Miss two turns and wait 
for bear to move. 



Tire to eet Group 

1) T:tA in feed card to 
move 6 apacea 

or 

2) Std/ khore yc'j are. 



— - 






Group 


Pitch tent or go back 


to 


n^are:-t cave or go b^a* 


home. 



— , 

1) G> :vr.c ar:d ger yoar mess 
kit vrr-Jc'Vt you it.a/ need 
later to co:k a or.eal 

2) Stay A^ere >Gi are 

or 

3) If y:u have a >t.€5S kit 



Food Individual 

1) Stop for a ::eal. Use 
one feed catd 

or 

2) Search for food and 
tiiiss one turn. 



Canteen Individual 

If your Cdtr/ieext is ernpty 

you may £ill it at the spring. 

Er|c 



Group 

Blanket of fog 

1) Use compass to move to 
next color 

or 

2) With no compass wait 

2 turns till fog lifts. 



Knife Individual 

1) Use knife to cut through 
briars 

or 

2) MLs3 next turn to go 
around briar patch* 










Food 


Individual 


1) 


Stop for a meal. Use 




1 food card 




or 


2) 


Search for food and 


> 


miee one turn. 




Food 


Individual 


1) 


Stop for a tneal. Use 




one food card 




or 


2) 


Miss next turn while 




searching for food. 



Canteen Individual 
The sun is hot. 

1) Drink a little water 
and rest 

or 

2) Drink all the water in 
canteen and go 6 spaces 

or 

3) Go back to the nearest 
blue block to a spring* 



4, Campsite Events, 

a. Cue Index cards In half. Print the following on each card: 
!• Welner Roast 
Double Value 
Knife 
Matches 
First Aid Kit 

2, Tug of War 
Double Valu e 

Rope 
Canteen 

3, Overnight Trip 
Ti tpU Val-a 

Tent 

Sleeping Bag 
4* Overnight Trip 
Double Value 
Sleeping Bag 
Mefc)S Kit 

V» Procedure > 

1, Any number of children may participate In the game. If there are more 
than six players, group playing is recommended* 

2» Each player receives a packet of cards. He selects any 6 cards and 
returns ocher cards to packet and puts aside. Selected cards are laid 
face up in frcnc of player, 

3. Player decides path he will follow, 

a. He may choose same path as another player if he so desires, 

b. As player progresses* he may follow alternative paths, 

4. He rolls cube and moves Co color designated by cube* If the white cube 
fhce Is on the top, he must take a hazard card- Hazards will be read 
aloud and are for either all players or individual player, as designated 
on the card, 

5. When 2 players are within 10 spaces of each other they may Join forces, 

a. They mu3L then stay within 10 spaces of each other at all times, 

b, They may share all equipment except sleeping bag and food, 

c» The player In the lead must wait at entrance of camp for his teammate, 

d, Either player may decide to go alone at any time and end the partner- 
ship, except when he Is at the entrance to the campsite. 
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VI* Win Ci tt:e ri a> 

The flr^t pecv'oa to arrive at campsite receives 6 points^ Second receives 
5 pointa; third, 4 points; etc. 

After all players have arrived at campsite, a card is then selected from the 
campsite events (by the first to arrive at the camp) to determine point value 
of each remaining piece of equipment. The equipment not mentioned in the 
"campsite event'^ will receive 1 point. 

The child with the largest total is the winner. 
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CLIMB -0 



1 , Overview . 

This board ga.iie enhances the teaching of short an^ long vovol sounds and 
Increases vocabulary. It is designed for children of all abilities in 
grades 1-3. Groups of four children can play. 

The same for-mat can be used to teach blends, digraphs, end other phonic 
elements^ or to teach number facts and re^^ifcw arithmetical computations. 



II . Oblecttve s . 

A. Behavioral. 

1, Given a list of 20 words; cake, with, clock, apple, pet, fruit, 
eat, ice, coat, umbrella, uncle, bag, pig, be, use, five, desk, 
cave, wrote, drop, by means of oral dictation, the child should 

be able to distinguish correctly long and short vowel sounds within 
16 of the words. The child* s ,-^nswers are to be given orally; he 
must name the \owei co.^.tained i^ the word and state whether it is 
long or short* 

2. Giver, a printed list of 20 words from the game (see Section IV, B, 
Ij A, ), the chiid should be able to read theai orally with 
80% accur:icy. Each word mus^ he read within 5 seconds, 

B. General. 

1. Through hearing: new words, the child should be able to increase his 
oral vccacw.lary, 

2« Through reading new woras, the child should be able to improve his 
sight /ocabjlary, 

1 1 1 4 Materials a^d Ca^te Co'.rf. jnents , 

A, Needed mareria'ls (for one gro,p of four children): 
1» I sheet of whLie 2^'* x 28'* poster board, 

2. 3 shee':s of blue c jrstruc lion [>':jper. 

3. 3 felt-cip xarkers* black, red, b'*^e« 
4- Ruler , 

5. Scissors, 

6, 4 place holders (buttons, counters, kera^ls of corn, or plastic 
disks can be used) , 

B'» . Game Components. 
1, Playing cards. 

Cut construction paper into 47 IV x 3" rectangles, 
a . Word cards : 

(I) Print the following words on 40 playing cards (I word/card) 



tide 


got 


hope 


rip 


cat 


ride 


step 


hat 


time 


ate 


1 ine 


cut 


side 


hot 


cot 


met 


hen 


meet 


cop 


late 


mat 


meat 


hate 


go 


tip 


use 


hop 


sat 


let 


b^t 


fat 


top 


map 


hut 


pet 


hide 


but 


s top 


pat 


fifte 



-V. Procedurei. 

A» Place the shuffled deck In the center of the board, word side up on the word 
cdrds. 

B* Each of the four players puts his place holder on his home space. 

C. Player 1, lower right hand corner, drawa the top card from the deck. He 
must read the word alo.d ar.d nmo the vOwel and vowel sound that it 
contains* By turning the card over, he can check his answers. If correct, 
he moves his (.lace h::^ldor one space; If incorrect, he remains where he is. 
Each child keeps the cards he draws, 

D. , If the player draws a cbance card, he does exactly what the card cells hltn 

to do. 

E. The game progresses in a clockwise direction around the board until there is 

a winr^.er. If the deck is used before a player wins, the cards are reshuffled 
and play cotYtinues as before. 

V . Wir. Cri ceri>^. 

The first player to arcc his pi ace holder up his ladder into the center spot 
is the winr.er, 

/I, DeV rlcf j . 

A. The foilcw):\g q.i-Lstio.\s n:av ce appiopria?.3: 

1, Can you nariip. a w;^rd froia the ga'ne which coPtdir*s a long al short 0/I 
, long e2 short e? 

long v. short 
long u? short 0? 

long u? short <;? 

2. What is the saT.e ab-.uc a^l lor ^ \^3wels? (They all say their name*) 

3- WV.at can ri d-^ it you do not know if a vowel is long or short? (Read 
the word usi^g the -/owel sound; road ic again using the short 

vowel s:und, V7r:ch o-e sojf\-ls li^-e a w-jrd yoj know?) 

^, Flas>; the word cards ref->re the students. Alluw each child five 
seconds to read '"he word flashed befoce him. 

B» Test according to behavioral objectl-'es. 
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CONSERV-0 



I. Overvtev . 

This Is a board game which teaches conservation problems and practices 
In the United States. It shovs the departments responsible for the execu- 
tion of proper practices for these problems. It is a game that can involve 
the entire class of 4th, 5th, or 6th graders in groups of 3 to 5. 

Objectives . 

A. Behavioral. 

1. Child will identify areas of the United States where conditions are 
are most likely to occur. 

2. Child will describe "freak*' conditions of nature which occur In 
various parti of the country, 

3. Identify government departments concerned with conservation practices. 

4. On a written test the child will successfully lisc ten conservation 
problems and their appropriate solutions. 

B. General . 

Each child should be able to identify good and bad practices of 
conservation, 

[I. Materials for one group . 

A. Needed materials, 

1. 22" X 28" posterboard of a light color, 

2. Die. 

3. 8 Index cards, 3" x 5", 

4. 42 2V' X 3" cards. 

5. Four rubber bands. 

6. One black magic marker and four assorted colors of magic markers. 

B, Construction of Game Components. 
I, Board. 

a. Make outline of U, S, (see Appendix A) on posterboard. 

(1) Divide S, into 8 geographical regions: Northeast Maine, 
New Hampshire, Vermont, Massachusetts, Connecticut, Rhode 
Island, New ^ork. New Jersey, Pennsylvania. 

North Central Ohio, Indiana, Michigan, Illinois, 
Wisconsin, Minnesota, Iowa, Missouri. 

Plains North Dakota, South Dakota, Nebraska, Kansas. 
Mountain --.Montana, Idaho, Wyoming, Utah, Colorado. 
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Pacific Washington, Oregon, Nevada, California, Alaska, 
Hawaii, 



ERIC 



Southwest. Arizona, New Mexico, Texas» Oklahoma. 

Southeast ArK.ansa?;, Louisiana, Alabama, Mississippi^ 
Georgia, Florida, South Carolina. 

South Atlantic Tennessee, Kentucky, North Carolina, 
West Virginia^ Virginia, Maryland, Delaware. 

(2) With circles, triangles, etc., oiaik s 1 x :aoves per area. 

b. Color coding of map. 

Four colors were used; (colors choice optional) 
red South Atlantic and Mountain regions. 
purple Northeast and Pacific regions. 
orange North Central and Southwest regions. 
blue Plains and Southeast regions, 

c. These colors were used to outline each region and to make the 
track. The corresponding conservation problem cards were also 
coded. 

2. Conservation problem cards. 

Make one ptobleni card for each area. Place the name of the region 
at the top, and list the probltn-;S beiov on each index card, 3" x 5*'. 

a. Mountain States. 

(1) Break in dam floods valley, 

^2) Soil eroded from unplanted hillfi-ldes. 

(3) Department visit. 

(^^ iiii^ K^H-S, r^&€ii^ve found on yojr ^00 acre spread. 

(5) Wild cnrd. 

(6) Ranger checks recreation atea often. 

b. Pacific Stacts. 

(1) Wild card. 

(2) Of fw^hore oil well leaking, 

(3) Your '49 P'ord haf no anti- fum es device. 
(A) Department visit. 

Mudslid es cleared away by this department, 
(6) Ear thquakes heavy damage. 

c. South Atlantic States. 
(I) Depar cuent visit . 

{2) Screening of j unk yards beautifies your drive/ 

(3) Legislation bans bil Iboatd s on interstate highways. 

(A) No run-off channels to stop topsoll w ashout , 

Q (b) No fundi allocated for cover of ope n pi t mines, 

(6) Wild card. 



Nottheaatern States. 

(1) Ugly* unsightly strip mine not refilled. 

(2) Awarded safe drill ing certificate, 

(3) Wild card 

(^) Strip f arming done on your farm, 

(5) Water polluted by mine run-off, 

(6) Department vl5lt. 

e. Southeastern States. 

(1) Cut off timber causes flooding rivers to wipe out crops. 

(2) Wild card. 

(3) Public recreation area destroyed by hailstorm, 

(4) Ionization working on chemical plant controls air pollution . 

(5) Department visit. 

(6) Run-off channel scops. 

f. North Central States. 

(1) Wild card. 

(2) Open Pi t mine reforested. 

(3) Industrial waste not allowed to be dumped. 

(4) Tornado hits no warning severe weather conditions . 

(5) Park table destroyed by vanda 1 ism , 

(6) Deportment vie it. 

g. Plains States, 

^M^^^ yards distract from scenery. 

(2) Department visit. 

(3) Windbreak stops wind erosion . 

(4) Wild card* 

(5) No warning severe weather conditions; 100 lose lives. 

(6) No reforestation abusive timber practices. 

h. Southwestern Weotern. 

(1) Department visit. 

(2) Bi 1 Iboards arc everywhere; raar the scenery. 

(3) No law enforcement for littering . 

(4) Smokey the Bear prevented forest fire. 

(5) Sewage waste dispcial plant built by DuFont. 

(6) Wild card, 
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3. Department cards. 

On each of 6 cards, list the functions of one department, as follows. 

a. Department of Mines and Minerals. 

(1) Abusive strip mine practices. 

(2) Off-shore oil slick. 
Safe drilling practices. 
Qp^'^ pit mine abuses. 

b. Rureau of Vacation and Travel. 

(1) Littering — $100. 

(2) Billboards 

(3) Help protect public recreation areas . 

(4) Vandalism ech ! 

J^^^ yards uglify America. 

c. Department of Health. 

(1) Fumes air pollution. 

(2) Watet-polluted mines, 

(3) Water-pollution solved by waste disposal of sewage . 

(4) Air -pollution solved by ionization of dust particles. 

(5) Water-pollution from Industrial waste . 

d. Office of Ctvf 1 Anfi [)f^ff^r\sie Mobt i i.?atton. 

(1) Poor weather conditions . 

(2) Earthquakes , 

(3) Cracked dam flood. 

(4) Rain and mudslides . 

e. Department of Forests and Waters. 

(1) Lacking trees flooding rivers . 

(2) Forest fire prevented. 
(3/ Abufilvs tlrf'bGr pr5Ctices. 

f. Department of Agriculture. 

(1) Topsoil washout in flooding. 

^^^^ er o^ ion . 
(3^ ^i Id Gam e Preserve. 

(4) Str ip farming good land usage. 

(5) Lack of planted fields soil erosion . 
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Department Visit Cardd. 

a. The Oepar ctiunt Vibi t Card^ are made from the 26 practices 

stated o:i the Depa t trrenc C ard^ . Each 2V' x 3" card should contain 
one of trie?e pr^.tices with no parts underlined. 

b. Also four (4) additional DVC cards fhoild be made containing 
the following 6tacement: 

You practice good conservation move on number of spaces 
shovn on the die» 

Wild Cards. 

On each 2^" x 3* card, li&t one of the following statements. 

a. Waves good for surfing get your surf board *- stay one turn. 

b. lour mines for careiui inspection, Stay where you are, 

c. Heavy rainstot^ caase& road washout. Go back two spaces, 

d. Spend time convincing Iccal citizens that billboards are 
unattractive Go cn 2 spaces. 

e. Overcrowded vacation area no fundf available from department. 
Move on three (j) adaicLonal spaces. 

f. No bathing on oil slick beach for you go ahead A spaces, 

g. Ranger invites you to lielp ^/iaat trees > Stay where you are, 

h. Health deparctiient lini:? pcilutlcn free water here. Advance 
2 spaces. 

i. Radio warni of dcaTi luriting. Flee area. Move 5 spaces ahead, 

j. MirS I tuin to givc uirectiono to a lost traveler, 

k. Bridge flocJed cut yoj warn children on a school bus go 
on 4 space- . 

I, Stop CO Cciy, write and .vend pc.^^tcards. Stay where you are, 
m. Flood warning. Take another turn to flee area, 

n, Smokey saw yoj breaking tranche? from a sapling. Go back 3 spaces, 
o. Wild card cover* any errors (emergency card), 
p. You "licteibug'' rfiis? 1 turn, 

q, Smokey the Bear saw you ^'dou&e" that burning match properly. 
Move on. Take another thtcw, 

r, V Rivers frozen wait one turn for dog sled, 

s. Wild card covets anything, hold tor emergency, 

t. Heavy stt-og all travel grojndcd until it lifts. Stay where you are, 

u. Windstorm blowc dirt in >our eyes, Bonos of 3 spaces to see your 
eye doctor. 

Carving inltia*,s or. park trees outlawed by Smokey, go back 4 spaces, 

w. Good conrt rvat department practices, go on free ride to the 
next area of the li. S, 

X, Picture taking, ttay on In the exact spot. 



y. Road out Mudslides, go back 5 spaces because of detour, 

z. Rainstorm^ take cover, stay where you are. 

a • Earthquake not cleared away by office. Miss one turn to give 
help to local people. 

b^. Wtid card good for any emergency. 
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Stop to have anti-smog device repaired on your 1969 car, 
stay on the same spot. 



IV. Procedure and rules > 

A. Four or five players are needed for the game. They shake the die from 
the highest to the lowest, to find the starting position on the board. 

B. Each player must start in a different section of the United States from 
the other players. 

C. The game begins by each player's shaking the die in turn. The number on 
the die Indicates the related number on the conservation problem cards. 
The player must then identify the department which solves the conservation 
problem. He then turns the selected department card over to the back to 

: verify his choice. (The key word in the conservation problem card must 

! correspond with the key word on the back of the department card). If the 

player is correct in his department selection he proceeds the number of 
spaces on the die. If the player is incorrect he does not move. On the 
j track a player is to proceed from Florida to Maine, 

j D. Department visit. 

j 1. When the number on the conservatioi. problem card indicates a department 

I visit the player must choose one oi.' the six departments he would like 

I to assist. 

2. He theu takes the top card from the department visit card pile. 

3. After reading the card the child must decide whether or not the 
practice stated on the card is within the jurisdiction of the 
department chosen by the player. 

A. If upon checking with the Department Cards the player's response was 
was correct, he may move the number of spaces shown on the die. If 
his response was incorrect, he does not move at all. 

E. Wild Card. 

1. When the number on the conservation problem card indicates r7ILD CAPvD 
the player chooses the top r^rd from the WILD CARD pile and follows 
the directions given on the card. 

2. The WILD CARD is then returned to the bottom of that pile unless it 
is an emergency. Emergency may be held until needed. 

V. Win Critoria . 

The first person to reach the point at which they began the game via the 
planned route on the board. 
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Debriefing , 

A* The following questions may be appropriate; 

1. Why did a certain player win? 

2. What could help you win next time? 

3. Which departments are the most difficult to recognize? 

4. Which practices are similar or nearly alike? 

5* Which practices are more useful in some areas than in another? 

6. How does this game make you aware of the part that our government 
plays in conservation practices? 

B. Test according to the behavioral objectives. 
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DILIST 



Overview . 

This board game is designed to Improve the skills of giving clear and ac- 
curate directions and of listening carefully In order to follow directions 
correctly. (If the difficulty level of the game components is altered), It 
can be used In grades K-12 In any subject area. A whole class can play. 

DILIST can also be used to teach colors and numbers on a kindergarten- 
first grade level, 

Objectives . 

A. Behavioral. 

(The following objectives are for a sixth grade level. They must be':,^ 

altered for other levels,) 

1. Given a list of 10 oral directions of the following type: 

From this box of pencils, select two red, three blue, 

and four greea pencils; 
the child should be able to perform the tasks with 907* ac- 
curacy. After each direction is given, time is allotted for 
performance- The directions may not be repeated once they have 
been given. 

2. Given a geometric pattern of the following type: 



i 

red \ yellow 








blue 










green 


purple 


orange 




green 






yel low 


red 
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the child should be able to communicate the directions for forming 
it clearly enough so that nine out of 10 average students will be 
able to establish the given pattern correctly with a box of crayons 
and a piece of paper, without seeing the pattern or looking at each 
others* papers. 



Materials and Gaxe Components . 

A. Needed Materi<nls. 

1. Sheets of light-colored construction p^iper (one/player). 

2. 2 sheets each of orangej purple, red, yellow, blue, and green 
construction paper r 

3. 1 pack of 3" X 5" index cards. 

4. Envelopes (one/player), 

B. Construction of Game Components. 

1. Game boards: 

Cut sheets of light-colored construction paper into 5'^ X 5" squares. 
Line each of these squares into 25 1^^ squares. 

2. Individual student packets: 

Cut the orange, purple, red, yellow, blue, and green construction 
paper into 1*' squares. Place four squares of each color into each 
envelope* 

3. Game cards: 

On each 3" X 5*' index card, draw a different pattern involving 
small squares of the six different colors. 

These pattern cards are divided into three levels of difficulty. 
The cards containing patterns of a low level are assigned the value 
of five points; average level, the value of 10 points; atid the inost 
difficult level, the value of 15 points* (Each card contains only 
one pattern 0 

a* Examples of 5 point cards: 



red 


■ ! 

>reen 




yel lou 


orange 































;reen 


red 




orange 


yel low 







blue 










yellow 






;reen 


red 




red 


green 






yellow 










blue 
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b, Exi.T.ples of 10 polnc cards: 



i 








orange 




pur - 
pie 




blue 








green 




. » 




blue 1 

i 


purpl 
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c. Examples of 



i 












yellov 




yello 




Lue 




purple 








yel lov^ 




yel lo; 




en 






L 


red 





red 




purplti 




yel low 




orangii 






^purple 


red 


i blue 






blue 




green 






red 




purpl C! 





15 point cards: 







blue 








green 




orange 




red 








red 




:?range 




green 








blue 







/, Procedures , 

A, The class is divided into two teams ^ and each player receives a game board 
and packet. 

B. Team 1, player I (and subsequent ^'cor^niunica tors'* o£ directions from 

each team) can be chosen by asking who has a birthd^^y in January (February, 
etc?). 

C, Team I, player 1 comes to the front of the room and chooses one pattern 
card from any of the three piles, according to the score he wants his 
tea-n to receive* * 

D. This pl.iyer must give oral directions to his team, so that they can 

' constr^ict the pattern he has chosen without seeing it. One direction is 

given at a time and then followed; the communicator is allowed to repeat his 
directions. 
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E. Each player on the co.ninunicator ' s toani uses his own board and colored 
squares to cotut.ruct pattern. Players may not look at other players^ 
boards. 

F. The team which is not playing for a score can practice while the com- 
municator's team is playing for a score. 

G. When the coM^.ur.ic ator has completed the directions, he shows the pattern 
to the cla:>s and checks to see how many have formed it correctly* The 
points are then totaled and recorded (according to the win criteria 
explained below) . 

H. This procedure Is repeated for Team 2, etc. 

I. Each toatn takes as many turns as time allows, (The time limit can be 
determined by the teacher,) 

J. The winner is determined. 

Win Criteria • 

A. Each tea?! player who has the patter:: correctly established receives 
the point value of the pattern card to be applied to his team's score. 

B. A bonus of one point par correct team member is given to the coma\uni- 
cator to apply to his tea-r.' s score. 

C. The team points are totaled and recorded after each Get of directions. 

D. The team, with the highest score at the end of the game is the winner. 

Debriefing . 

A. Tlie following questions niay be appropriate: 

1. Ask the winning Lean "U'liy do you think you won?^' (Perhaps they 
listened more carefully, etc.) 

2. Ask the co>TLBunicators on this team: "Wliat did yo;» do to raake the 
directions e«3sy to follow?" 

3. Ask the losing teams: '-Why do you think you did not win?'' 

4. Ask the losing tear.s: "What could you do next time to improve your 
score?" 

5. "How do you listen carefully?" 

B. Test according to the behavioral objectives. 

Results of Trvout. 
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This board gaixe is ' " te uted :r;' cr:r-jur.crror. with, a social scL'-dles unit en 
"The Age cf Expiciaci. vv* ar.d Dl.ic-: very Students will" rev iew explorers ari 
their voyages. .Des^:gri?.d tcr ;2;-:ud£n:-^t. grades 9-^12 , it can adapted for 
ail lower *.evels , Grcips cf four , students can play. , 

Dif tererit expici-VLr explcrtir c^ ar^^^ -:ci:r:i:rie3 they sai lad fro.T.^ or explorer 
arid daces of voyage^' cc-ia s'cmzi.cuzed cn rhi gare bcardi" and cardSa 
A bl:?llar gar.e^ board ccv.ld be :::ed to r.each associated fact? i^i z^aihasiatLc 
geography, hi?iu»ry, f-cr.er.Cti . and English- 

lo " Prov:aa-d w: :h a i::':V':;;' zh^ ^xi lyrcrs g:..ver: ^e-iticn B. I, 

r.a-c CTc. :iri:.i. 1.: al ciVo 'cvei> v,ade by ^.\:az r.xclorei, 
2, Prtvidt.d vi\i\ a I:.-:, ot' ih^ ;:t'::: : ..vral dl.3ccvc.t i^^:? giv--.T, Lr. ■ 

SciCiion B V 2 , a rhe ^^::vceivt- ihc^Cvva :at >wr ire . ^/.rr^icrtly ;^ 

; after c=a*:h d:: v t v v -f-ry it,c r.az^i. l :. :h'e 'explorer whc T.adc i.-,. 

B, Cer.:=rai. . . :" 

^v:. .. i ^ V . S tiictciai:^ ;:rh ii'aT with placai^ :.r: th.^' New World ■ - - ■ ; 

^ - arid rbn exp-. :ierr a: stcver c-a vh^rr.. 

^2 , V ; :Stv:dtn.-rt ^ : wil 1 % art i.! i,ar wi ch thvi ' i'r-sl ling cf explorers ^' ■ 

-'•airi'r - a : d g»i: graph i : ic c fi . 

Ma n e r 1 a 1 ar. i G aj: o _C c ttp : . ^ : t . ' • ^ 

A. Needed MaLfri lai.: , ■■ 

lo .36 "ch.ty :.•'--:> r -tarker; .C:r ea:h .:-la/e.r (kc:r'.cfl> t,r: corn tr 
pla^:tlc disks cGuld be used), ^ r 

2. 18 3*' X 5'^ ind^.x .tar'd^; per garr.e beard. 

3, 1 piece ci 22" X ;28** pcjtef hoard per gaxe coard(cor.struct. 
otie garr£ b-tatd f or' each team cf fcur scudr^ts)- 

3, Con5t:rucrl::^a r l Gacr.e C c rap c~nenTiT~ ~ ^ 

;■ l a, ^-!:■.:■Ga^^^: :ir?Oai d 5. ^' ■■ V ^ ■„ ^ . . . ■ 

a. lri?cr:.b^e a circh., 12". in diar-iSriar , on each piece cf 
22'* X 28" pcr ter. b.tard.' (the cltcie tan be rr^ade larger 
the t.eacher acsire^i). 
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2 , Qav.e card 

a. Ori deck, of 18 card^ needed fcr each tear, of fcut 
st'iH^^r.r^^ ca:h card shcutd be labeled wz^h ere of the 
fo Viewing na:: c ^ or a i i-c/ vei 1 1 s 

Hud^^cn da Gat-.a 

Hud^cn Rivtt Wattir Route tc India 

Cct tc?> Magt: 1 Ian 

Mexi^v Arcund ^.hc World 

Cabci Cart icr 

N\i^h .-ifiierica St. Lawr^irct^ River 

Cc i^^^^^s Ba ibo;i 

!s'C: t Irvjio^ Fa:if .c Ocean 
Po^- :< de I.e -i 
FlcTida 
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IV* Procedtjres . 

A, Divide -.he cla3<» Into tean-s of fcvx ^:ude^. t3. Give each team a gane 
board and a deck cf 18 p laving card:-; give each pla>er 36 chips 

or markers . 

B, Appoint a dealer in each gic:p to shuffle and deal ail the cards* 
(Two playors will receive five cards each, the others four; this 
will r.ot ir-aticr a= the gaT.e is piayt=d in rounds of four and as 
the deal passes freer, player to player.) These cards ahc^uld be 
kept face down ard placed In a vertical line, 

C, Each player places one chip In each of the nine sections of the game 
beard • 

D, The player to the dealer's Uft turnc hl5 top card face up^ ether 
players follow m order doing the sac.e thing. This process Is 
repeated 33 players Icck for two cards In their cvr. grcup cf carda 
which contain the a^airx nan.e and the ?a:-€ discovery as one section 
of tV^'^ gar.e beard, f.?r exa.Tt-le, Pcnc^r Leer: d::d Flnrida, 

E, When a player ha:-, cdrdr wi:'h^.r. his grc.p of cardc which "match*," 
he re:;:vts Mie chifs fre.T tha irKCti".^ of the gd'/.e beard which 

nare s tha :.ch ^ 

F, When all riav/ti- cards are fac*2 ur , i^nrthiir rcvrrd begin?, Chip^ 
which r t^Ta J n Ou ihe loard aft^^r ir«- flr?t rci-nd should to. left 

ic place, and ea:b playr:r agai-*, a ^^hij rin each r?-:rion of the 

board as the niw rcvrd beg". r> 

G, The doal paii':t*>c ir the left, ard a tr.tal :f fo-jr round- ts clayedc 

V . Wiry Criteria . 

The player :n ea^'.h grc.r wh: has '.he ^-.os^. ihifs In h!.s po^se>:^ric,^ at 
the end of fciir v:\'TA:^ is the wir.r.'ir. 

VI* Debriefing 

A. The foikr.vvne q\.e^»:.n> n^v be a^prcprlate; 

1, What expl:"rc:r? cat> ycu rare trc^t ^he gar^.e? 

2, What did each discover? 

B, Test according to the br:havioral objectives. 

VII. Results c f TryciJt. 
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DONkFV p,:^rF- . 

Overview ^ ■ ■• • 

TbU board g .-.e prv,-:ddi dr ill- i.n rapid re^x-gP.iricr; cf tht Dolch Basic 
Sigh- Wctdi ir. a ur.ique way: nhe ..hvld C'.' = 5e5 a bean tag c^' a 

donkey whi:h 2cr.'-a:r.:,. i.h.t w:rcli., The game wc-;:d he cf r.iit L-teresf to 
children ir the jTiraty grades a:id ir recedial readlrg cla.'ses. It' 
'can be u.^cd -^i:.h c^-.her rwo to f;v:.i i^layen cr. with the whi le -lass 'by ' 
employing rfeac.i. • ■ 

If adarrad/ DOt;KE-V RACE car.' played usir.g def initic'r. s . ftellirg. color ■ 
reccgniiic-;.,\dti.i m ar i:h':,£r {: , a-d bler.d;, piu; aay-»««her s^/uj^r.t which 
requites review.. " '""■^'^n 

Ob iecrrvc's . " • • 

A. Behavioral. .' , 

• a Uat c/ 30 Dol.-.h Baii: Sighr, Wc-rdi Kh:;h -wsie uded 

the gar:.e,'. :he child -houid Ire able re i.der. -.:fy 25 of r.ha words ' 
ir.- a:;- orai tcif , He .^i.ii be giv-r. a •.-.ax---; ct t^hi^e se.-c-.ds 
tc id-fatify ea:h word. 

Material; a'Q_ Ca2e_Cr'r j-r--p" -,. •„ ■ ' .' 

A. 



Ma 


::tt i a i s -. ' 






1, 


X 5' p"io^^-. 


cf 




2. 




- 




3. 


: i Apprcx:.::.a: =;lyi 


6 


22" X 18" 3h: 


4. 






5 * 






bla.:.]^. . yelir 


e. 


1 '^ag r. t dry : 


VT • 




7. 


, ^ y\hrd cf 3t.rc 


ng 




8, 


1 sheet* of bt o 


'V/ r. 




9. 


4 s::a:i hi— 




wc ( a p r,-: > 


LO. 









1. Donkey b:.ard: 

-Uslng-an'-bpaquc. r;Toje.:.tcr: ^enlarge the foUc-wl-g dra^-o :-.g" and 
draw It on -.he -bee: of cilclcth with a greaie,pe~o 

2, Bean bag, ' 

Using fahric a: d bea-j. (or ccr-) construct a 4" X 4" sq^^ate 
bea.^ bag, 

3 9 '^Dciikey wc-rd.-",. ^ ^ 

a. Cu: irieguiarly shaped plfc:es cut cf caktag,'ea:h large 
enough tc ccr.:a::. a'wcrd.i (Nuirbcr of p ie :e-. 'deper^d^ 
:rhe/dec:r6id n.::rb-,r c^f ucTcis,tc'be ui-ed. The words are" 
'fr^-ii the Dclch Basic Voc'abulary Li it,) 



af r 

again, 

^alwMys 

aT. 

an 

and 
^any 

ar e 
^ar cur.d 

a : 

"a:k 
_a*. 
ate 

^because 

big 
""bla *.k 
"blue 

^br :rg 

brcwn 
^but 

buy 

>y 

call 
came 
car 
carry 
clean 
"c-ld 
ccT.e 

CC'jld 
C'Jt 

did 
'do 

dees 
_d c ri k 
den ' t 
dt av 



eat 

_t igh'. 

. fall 
" far 
"fa.'. 
" fi-d 
"f-.tct 
J ..ve 

't:. . 

'"fcr 
"f. .;-.d 
"f. ur 

"full 
f •-'■•-/ 

g: \e 

grew 
_hdd 

have 
]he 

he 1 p 
'her 

here. 

hi". 
'hi- 
"hrld 

he 

h: w 
[hvrt 

1 

'if 
in 

_ t 
1 • 
1 1 ; 



JUit 

keep 
kind 

la:gh 
let 
llgh*. 
J.kfc 
A . t Lie 
i i ve 



made 

rake 

fi^anv 

L_./^'^v 

t: iir^^*^ 

u ; s: : :j 

pyse If c : ar ^ 
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rink 



_ncver 
_nvw 
nc 
^n: t 
^now 

of 
^oLd 
cn 

one 
_C" n I y 
cpen 
c r 
c ur 

ever 
owt 

p Vv k 
^ lav 

pit JSC 

_prc::.:y 
.P .1: 



ran 
read 

\ed 
r ide 

Jight 
rc 'ind 

r-;r: 

said 
saw 

St c 

St vei: 
^ihall 

sh w 

i X 

s I et- p 
"i':all 



take 
It} i . 

thapk 

tha*. 

the 

their 
^thofT 

then 

t Kcre 
, chef £ 

they 

think 

thi 3 
*thc:a 

three 

to 

t cday 
tcgC' • hot 

tC V 

.It V 

t A.- 



u? 

_uso 

ve T y 



walk 
^want 

warn, 
^wa i 

wa-:h 

we 1 L 

vent 
WcJ e 
what, 
whc " 
wKt^.rc 
>*M I: 

Whi * t; 

why 



w: Ll 
^wi fh 
^wl ch 

w: ! 1< 
^w.' *: : d 

wr 1 ve 

yc 1 lew 

^yo-j 
ycur 



4. 



b* Oi\ cno side of the card pTV^L 3 v.(rd' cu the ether side 
ptLiil the :*-i;eiu;. (A^.-ign fhc ch. icu wcidb with a 
numerical value of Ircv. I tc i , a:.ccrdir,g tc the diff:.culty 
of the word .) 

Pns turt' beard 

a. Tape together I 27'' X 18'V^hoe:£ of caktag, 

b. Using a black fe^it-t;? pen nake the beard lock like 
the following diagrai^, 



(Each path ccntains 15 segT.ents,) 




Donkey place lu litr i i^i pas^.vre l: ard. 

Four stard ijp, ccnstr Let icn paper dcnkeyi each '^cvnred 
on a sirall blvck cf weed, each block wcrd shculd be a 
difforent c^Ur *>c designate varic'J6 players. 

The fcllcwLPg chance spaces are randcn^ly irserted ir:tc 
each path; 



Plct<^re cC a bag of hay 

Lose 1 turn (donkey i^tops tc eat) 



2. 



S — 



Reck slide 

Go back 2 s[-a:ci 



Fence 



Lo.-o 1 'urn 
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,4, \--*^ . 




Ra in sccr:: . 

Dcr- kt V i r i:gh r.ctied by -. hunder 
Go ca :k 1 -sTrace 



St;:p.g h_v bee 
Ad V arc e I =? p a ce 



Smoi I:? c lover: f i.c ld . '3 
i .:Adva::cti } ■ ^-pace:- 



A. The; word card^ are placoa race dcv-', very cio = erty rogeTih-rt, ori the 
hL'd>- of tht I.- iLii-. d.,-key vh;:h i.*- flar :.-t: the floor , 

B, ;v Each n layer - chs^c r^er: h: r donkey and n Va:.6t rt^.-i desired 5 tat ♦^it^g 



'Ti:e*^'*LT}3ycii v:'h D:^)ce> #J i*d:e..*.- hv -:hr\'-vi,*g : ht:. hear-, bag ihe 
c:lc^I_-*h a< r.t^f; . aiM-'g :\ r a v:id :atd. He . t v ::.a:"d behind a 
,-l:hr:i w :Jrvg. i-Lr.e »: i ; ai. i ..ihL%j b:/ :.hir * va^ht^r .; ,lf hc^^^^ ::he line.' 

rbr:. :':.;-V5 a;.e. , .. ^v: a'-i bt; rt^j::. ^^^-^^ aga:.' . If ;hi:. haL;e.^i> 



^ihe vv'-TQ caid -wh:-:h ...::ai:.: thr iarjrr,:: ovr^^-.^r :f. the bt-.a^: :.ag 
w:.il be bbr: rarci {--.a, :hc-. -if- Id rt:ad. 

,1 f . rhti ;"er v:.: b D;. - k^;. #1' ca-; r r £ : t Iv'- read hi. = wor-a ::ard ^in ■ 
T.hrc.e r e-:cr.d ,i he-: ay ■ k e e p V vt* : : ard and a iva- ■ t h i d- n.icey - ^he gi! ver-' 
rv.-'ber cf rcace*, (TE b^i a- /: /he card if. rea^ b'v ar.yc'.e- -^/'h:.' 
~""Carr"read""i'*' V""-^' Thr.-" cci*^r-:,r.' drc -'-^-'^-r-^adva'j >fi'i -^--he --ard i i c-M:.r':-,r.G 
-If: he . bara? a; : l.aT Ct; t :--a _ e r.e r e.adr : a^d i-.:Ti,t a I.a^£::l\ d.-'-ei' • - ■ 
v?haL ir :elL: hi.:i r-;. j^, , If telL- h: , t'*. -r.fo a t.r:.* i:b7lcu£l> , 
he doery<r': d-. > ii.i hi- i.jr"... 



Win Cr Lt-er iaa" 



D- 



E- 





The 




t: ^pl'ay.er ■. t:c .,ad 


w a pce. h I T dc r.ke > lii vhe pa s; 


: ure 


. 1, 5 7: he: winner , : 


VT 


Debr 


lef : 


ng. ■ ' 










A. 


The 


f c ^ Icwi ng q 


br i c n $ . r:;a y . 7-= a p r pr - i.a : 










'1, 


. Which vcrd-: 


were- : b f n;-:* i^' t r i; I e ^ T'e ? 










■ 2. 


Who ,can u,tv 


c h r - e g a e : \\ c r d •> ; : : :i fen lci c e ? 


9 








3, 


Whi'jh words 


CLMd be put. rrgt-ther -trr. rraw-.e 




rer.cei? 






4-, 


Wh^ch u:, rda 












5. 


Which ^-^'brd:. 


r'a':-'*^ : h: rgt-? , . • 










6. 


Wh: :h vr.rd^ 


a : . : w t e 1 ; r. . : p. a : e : b t , : a ';. « e a M . 


t. hVb' 


p baye r 5 kn ew chem? 






7. 


•■ Wha'. ..rd- : 


" V id wc add?' - , ■ 










8, 


■Whi;;j;_^^_-^c.£^^^^ 


l.V; k *a L :kr-?_ 










9, ' 


How are --h*:;;. 


e \V^\d 'aVr'ter'r:. - r- 










■ Te.s 


.:; -auct r a ir.g : c 


•. h : • : K \ h : 1 0 r a ; .: V y-.z'. \ * . 
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EL SUENO ID EAL DK D ON QUIVOTB 
(The-, In.po$w«; lb Drodm) 

I. Ovcrvte w. 

This board gatr.o reviews ihe conjugations of Spanish verbs. Designed for use 
In Spaiilih I to III, the gar.o involves the oncUe class. Don QuLyote^s 
battle with windr.il Is is sv-nboli^ed iv: the gatr.e , 

Frerch adapLioi>:> are included ^ Le f:':ve3 de Men Moulin ( Letters From My Mill ) , 

II. Ob,lecttvc j?> 

A. Behavioral* 

Orally given any Spanish verb in the Infinitive form, and the person 
and number, the student should oe able to give the correct form as 
an autonatic response, 

B. General. 

1. Through hearing, seeing, and saying the verbs » the student should 
gain a bet,ter kr.cwledge £ Spanish verbs and their f ornr.s . 

2. Every experience which causes the student to speak or think :in 
Spanish should increase his fluency in speaking the Spanish langu- 
age, 

^ ^ I • Materials a rd p ane Cpg^ccnervi . 

A. Needed Maf:erials. 

1. One 5 lb, plastic co*:tage cheese container 7" high with. a base 
diajiet^r cf 5" and a ^op dia:.:eter of 6V^' 

2. 1 12" X 18" sheet cf red po>!rer board. 

3. Sheets (,'f 9'' X 12" con:,ri uccion paper: 1 yellow, I blue. 

4. 1 bra3? fastener, 

5. Glue. 

6. 34 3" X 5" unruled index cards. 

7. 8 plastic horses (one/tcart) . 

8. Felt-tip rarkers: blacky red, yeUcw, green, and blue* 

9. 8 sheeif oi white pester board (22" X 28"), 
10. Yardstick. 

B. Construction of Garr.e Ccmponcnts, 
1. Windmill : 

a. Invert the cottage cheese container so that the base has the, 
largest diainecer* 

b. On one side of the container, paste a door and two windows r.ade 
of construction paper ( two* d iinens iona 1)., 

c. Using a brass fastener close to the top, fasten the following 
construction on the c:her side of the windmill: 

d. Using red poster board cut: two of the following foriTiS. Glue 
them together so tbaT both sides are red, 

e. Using yellow ccnstrucrion paper, make che figures for both sides 

of the spokes as shown: 
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♦ Using 10 3" X 5" unruUcl index cards and a red folt-ttp pen^ 
misko a \td for each of the following: (Put only the Spanish 
on the cards,) 

You won the fight. Advance j Gano la lucha! Adeldnte 
two spaces. dos espacios. 

Go back to visit your love, Vaya a visitar a su amor, 
Dulcinea. Dulcinea. 

The sheep ate coming. You Los ovejas vienen. /Tiene 
must stop and fight! que parar y luchar! 

Roclnante is hungry. Go Rocinante tiene hambrc, Regrese 

back home and feed him. a casa y dele a cocner . 

Skip a space. Pick any Salte un espacio* Escoja la 

person you wish. persona del verbo que quiera. 

Skip three spaces. Take Salte tres es^aclos. Tome 

another turn. I'm sorry! otro torno. yLo sientol 

Go back heme! Regrese a la casa, 

You lost the fight! Go /Perdio la lucha I Regrese 

back two spaces. dos espacios. 

3. Verb cards: 

Using 24 Index cards and a black felt-tip pen, make a card for each 
of the following verbs; 



ser 


ceder 




estar 


entender 


solir 


crier 


beber 


Ir 


mcrir 


comer 


venir 


sentlr 


mane jar 


hacer 


decldir 


jugar 




descubr ir 


faltar 




recibir 


bollar 




escribir 


cantar 




veneer 


andar 





4, Place markers . (small plastic horses). 

5. Game Board: 

a. Tape togerher four sheets of white poster board. On the opposite 
side, draw a large circle 43" in diameter; using a yardstick, 
divide the circle into eight equal parts. Center the chalkboard 
compass, and, beginning at the perimeter of the circle, divide 
the circle into eight concentric circles with approximately two 
inches between each line (the center circle should be approximately 
12^' in diameter) . Number the outer section nearest the perimeter 

1 to 8, In the center circle, use a felt-^tip marker to color in 
each of the eight triangular sections (yellow, red, and blue are 
very colcrful and effective). 

b. Use steaclls and assorted colors of construction paper to niake two 
sets of the following letters; C, A, S, A. Paste thcsd letters onto 
the eight colored triangular sections in the center of the circle. 
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(Kot expediency, you nay prefer print the preceding letters on 
the pjciylng bonid.) Sec dUigran. 




* Divide the class intc teams of two* (If the class has more than 20 students, 
the teacher rr.iis*" adju:iL the gar.e ) Each tear, puts Its horse in the ap- 
propriate staiMng place. One team metrtber is designated as player I 
(who vjill do singular fcrrs) and cne as player 2 (who will do plural £crms) , 
Team 1, player I chcoses the top verb card and reads it. He then spins 
the windmill tc tell him whi:h perscn - 1st, 2nd, or 3rd. If he should 
spin the spoke containing the exc iatnation mark, he gees to the chance pile 
and draws fhe tcp card, He rr.usr dc what the chance card tells him to do, 

B. If he has spun 1 tc 3» he nisr state his verb in that person^ singular form. 
His partner, player 2, mu5: state the saire verb in the same person, plural 
form* (Tense is deterniined by the teacher before the gare.) fjLl both 
answers are correct, the cearr.'s horse advances two spaces, -If only one is 
correct the ''or5>e advances only one space; neither ccrrt-ct, spaii'sj 

C. When an answ^^r is given ♦ the teaTn tc the right of the answering team be- 
cotr.es the checker- This checking team rr-usc state correct or incorrect, 
accordingly It inccrre.:t, they ^rust try to give the correct answer. Any 
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te^^tn ntiiy challen^^o the checker. Any challenger who challenges Incor- 
rectly loses n spnce. /^nyone, challenger or checker) who answers correctly 
advances one spacer. The original team remains where they are if they are 
Incorrect. 

E. Proceed in same manner, clockwise around the board. 
Win Criteria . 

The first team to advance Its horse to the windmill is the winner. . 
Debriefing . 

A, The following questions may be appropriate; 

1. Ask the winning team: 

a. Why do you think your team was able to get your horse to the 
windmill first? 

b. Kow many times did both you and your piJrtner answer correctly? 

c. How many times were you corrected? On which words? 

d. Did you gain any spaces by correcting' or challenging? On which 
words? 

2, Ask the losing teams: 

a. Which words did you miss? 

b. What would you do to win next time? 
3* General questions: 

a. Which verb types are the hardest? Easiest? 
b* Which verbs are regular? Irregular? 

B, Test according to the behavioral objective. . 

II. Results of Tryout > 
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Appendix A 



Fremch 



Chance cards, 



Resteq lei pour la bataille 

Votj^c chcval a falm. ^ 
Arretcz pour lui donner a 
manger , 



Tournez la roue et 
repondez au verba • 



Vous avez gagne une espacc, 

Vous avez reussi. Allez 
dtrectetnent au moulin! 



Prenez un verbe et 
clioisissez la personne, 

Vous avez conquerl votre 
ennetni . Avancez deux 
espaces • 

Avancez trois espaces, 

Vous avez echouev re tournez 
a la maison* 
Vous avez recu un coup, 
Retournez une espace. 

Vous avez perdu le chemin . 
Retournez crois espaces . 
Vous avez perdu la bataille. 
Retournez deux espaces. 



Stay here for 
the battle. 



Your horse is 
hungry. Stop 
to feed him. 

Spin the wheel 
arid answer the 
verb. 

Vou have gained 
one space . 

You've won. Go 
directly to the 
milll 

Take a v.: rb md 
choose the person. 



You have conquered 
your eaemy - Ad- 
vance two spaces. 
Advance three 
spaces* 

Uou've failed. 
Go back home. 
You've been • 
wounded. Go back 
one space . 
You've lost the 
way. Go back 3 
spaces* 

You We lost the 
battle* Go 5i«ck 
two spices. 



ih£ Element familv GA^ni: 



I, O vot view . 

This beard gar.<i mvieus the cloments of the PcrLcdtc Chart, which arc 
related through ccr rt-^gpcndJ rg groups to Farillles, a:\d thtcogh syi'.bcU 
or ndniCLi to tht? u-.i^ • < r j of th»H Fa-lUosi It can be pla>ed by seccrdary 
chemistry or physJlct^ cla^to^ oi dny size. 

The sane format can be. u.ifcd on ar^y grade level In any subject tractor 
which requires categorizing, ^ 

I I . O^bjec |l vos ♦ 

A* Behavioral. 

(Dlfi*rent fieg-icnts o£ the Periodic Chart can be u^ed to play the 
gare; the behavioral objectlved refer to those ^ngrenta which are 
uaedO 

1# Given the nurbers of cheir,I.cal grcupi which appear on a Periodic 
Chart but ur.aldcd by the Chart., the aruder.L should be able to 
write at least 50% of the FarsUy Na^e'3 tor the Group Nu^rbera, 

Is Given the eyirbcls of the chc-trloal elementt used In thta gatr^e 
and unaided by a Periodic Chatr., the student should be able 
to write the corresponding cherrical narr.e8 of at least 50% 
of the fcytnbola. 

3. Given the sy.uholh of the che-r-lcal eler.er.ta and unaided by a 
Periodic Chart, the student ihculd be able to write at least 
50% of the cor respondijig Family Nu^^bers, 

■ 

B. Gener al . 

!• If the student learne the eyirboU ^ni elexents Involved cn 

the Periodic Chart, the student should bo better able to under- 
stand ' chet:ilstry and physics. 

2. The atudent should becor.e fataliiar with the elen-ents on the 
Periodic Chart. 

Ill* Ma t er lal 8_ and GuTio^Corponfcr^ 9 ■ 

A. Needed MaterlaU. 

1, I flhpet of white poster beard <28" X 22"). 

2, 1 fclt-tlp marker. 

3, 1 pack of 3" X 5" rote card^?, 

4, I sheet of heavy cc:i3 true t Icn paper, 

5, I brass fastener. 

B, Construction o£ Catr-e Component 3. 
1* Ga't^e board. 

A circle Is Itscrlbed on the pr.i-ter heard and divided Intc 
3ccttcns> cotie^ipcndlng to the Gr>.\^p Numbers that the inr^trvt^cr 
has decided he will u$e In the ga-e; 







Vtrr 
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A spinner is formed from the construction paper and fastened 
to the center of this game board « 
2* Game cards: 

The Family Names of the elements to be used in the game are 
written on note cards and placed in front: of piles of note 
cards that contain symbols or proper names of corresponding 
elements. The cards are constructed at the teacher's discretion, 
but they should be mixed, part labeled with symbols and part 
with names of elements: 



IV. Procedures. 




, c=3 cn cn a 



A. Divide the class into groups and give each group a game board; 
then divide these groups into teams. Appoint a student scorekeeper 
for each group. 

B. A student from Team No. 1 spins the arm on the game board; the arm 
will point to a Group Number, The student then mentally decides 
to select a card from one of the piles (determined by the Group 
Number to which the arm points). After selecting the card, he 
completes his turn by stating the correct symbol or name for that 
card, (If the card contains a symbol, the student must state the 
correct name of the element; if the card contains the name, he 
must state the symbol,) 

C. This procedure continues, with players from each team taking turns* 

V. Win Criteria , 

A. The student that completes the procedure of picking the correct pile 
and orally stating the correct symbol or name for his card receives 
one point, 

B. A time limit for the game is set by the instructor; the team with 
the most number ot points at the end of this time period wins the 
game • 

C. The teacher or a student serves as "checker" in the game, making 
sure the game is played correctly, the correct pile is selected, and 
the correct answer is given. A check list can be constructed by 
the teacher for use by all the game checkers. The contents of the 
check list will obviously be determined by the area of the Periodic 
Chart being studied. 



VI. Debriefing* 

A. The following questions may be appropriate: 
1* What does a Group Number mean? 

2* What is the relationship between a Family and a Number? 
3. What is the relationship between proper names or symbols 
and Group Numbers? 

B. Test according to the behavioral objectives. 



VII. Results of Tryout > 
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FILLAFORM 



I, Overview, 

A hybrid g^me desi?;nod to encourage students to follow written directions 
accurately, FILLAFORM can be played with students from sixth grade ■ to the 
end of junior high. It is a game which the whole class can play at one 
time, no matter wha*: the class size. 

By substituting real forms, such as a college application or a school 
registration form^ in place of those mentioned in the game, the teacher 
can prepare students to fill out any form. 

II. Ob jec t Ives . 

A. Behavioral. 

1. Given an application form like that in section IV, B, 1, the student 

should be able to complete it, in writing, with 100% accuracy. 
2» Given a written test of 10 questions like that in Section IV, B, 2, 

the student should be able to show that he can follow directions by 

completing lt> in writings with 100% accuracy. 
3.. Given a ballot like that in Section IV, B, 3, the student should 

be able to show that he can interpret instructions by completing it, 

in writing, with 100% accuracy* 

B. General • 

The student should become familiar with various types of forms and with 
the phraseology generally used on forms and tests. 

III. Materials and Game Components . 

A* Needed Materials. 

1. Three duplicating masters and a supply of duplicating paper in three 
different colors, allowing at least two sheets of each color per child 
in the class. 

2. A supply of red counters. 

3. Three cardboard boxes, to be used in the balloting. 

4. Red pencils (one/student) and regular pencils (one/student) • 

5. Optional: Thcee badges for clerks (can be made of colored construction 
paper) , 

B» Construction of Game Components. 
1. Registration card: 

On paper of color 1, duplicate copies of a registration card of the 
following type: 
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2 



r - - ■ - 

NAME; 
(Print) 


SEX f 1 1 ' 1 
□ □ 

1 1 L f 


UA'IE OF biRTH:'- 


[j\ST Fllj 


ST MIDDLE INITIAL 




DAY MONTH YR. 


RESIDENCE: 








NO. S'i'REKT 


CITY. TOWN OR BOROUCn 




STATF. 


OCCUPATION: 


?IMZ OF 
EMPLOYMENT: 


ADOSKS.: (CITV AND STATE) 


PLACE OF BIRTH: 


Mark X in one block: 

CITIZEN 1 1 

NATURALIZED 1 — 1 
CITIZEN 1 — 1 


Check one; 
SINGLE D 
MARRIED n 
DIVORCRn 1 — 1 


COLOR OF HAIR: 

HEIGHT: WEIGHT: 


COLOR OF EYES: 


I HEREBY SWEAR OR AFFIRM THAT I AM A CITIZEN OF IHE UNITED STATES 
OF AMERICA. 

SIGNATURE 



2. Written test: 

On paper of color 2, duplicate copies of 3 test of the following 
type: 

1. Print your name under this line 



2. 


Circle the number two: 4, 2, 10^ 7 


3, 


Put an X under your favorite color: 

brown blue red green yellow 


4. 


Put a 1 ine above the room where lunch is served : 
library cafeteria gymnasium 


5. 


Underline in red the animal in this sentence: 
He shot the Cox, 


6. 


Draw squares around any two of these numbers: 
1 3 4 9 10 
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3 



7. DelotL» oie of the following suites; 

Floilcia Per.^.svlvani c-^ CaU forrla Texas 



8. Prlat "ca:" in capi'ial letrers 

9. Mark witb parertbeses all of the following dates: 

April l&t Dec. 25':h Feb. 14th 

10. Check three boxes; 

^^^^^^n ^^^^ d] ^^^^^CD ^^^^'^[Zl cherry [ | 



3, Ballots 

On paper of color 3, d.pllc3«^e copies of a bailor, of che 
followi'^g t>pe: 



OrFlClAI, RAIl.OT ^ 
Directions: \ 
1* Place the mark X i r: the block ' \. 

after the cardida^e of your choice. n 
2* Use pencil. s 
3. RcTiove the top marked cor'^er of this ballot. N 


Presider t 
(Vote for Ore) 

TINY TIM 

BIG BEN Q 

SLIM JIM 


Senator 
(Vote For One) 

DONALD DUCK Q 

MICKEY MOUSE 

YOGI BEAR 1 1 


Represent at i e 
(Vote For Iwy) 

TARZAN []j 

AOUAMAN 

POPEVE [ I 


Governor 
(Vote For One) 

. TOM n 

JERRY CD 
HUCKLEBERRY HOUND Q 


AMZKUMENT. CHECK ONE. 

THERE WILL RE NO SCHOOL TU^ENTV-FIVE DAYS BEFORE CHRISTMAS AND 
Tl^NTY-FlVE DAYS AFTER EASTER. 

YESQ NOQ 
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Proccduroo 



A. 
C. 



G. 



The teacher chooses ihree capalie children to act as "clerks'*. 

The class is then divided into three teams grouped in three separate 

parts of the room 

Each cl erk recc i ■ cs 

1. A large, bright iv colored badge wiih ^'clerk" written on it (optional) 
A speci-nen Roj',U t ra^. ion Card correctly completed. 
A specl"iep Test Form correctly conipleted. 
A supply of blank Re^.is^-rat ion Forms. 
A supply of 'jsianK Test For^ns. 
A supply ot blank ballot Forms. 
A supply oi red counters. 
At a given signal from the loacher, all the members of each team go 
and recei e a RFGISIRATION form from ONE of the clerks. This they take 
back to their desks and complete accurately. 

On completion of rhe registration form, the team member returns to 
one of the clerks for checking. 



2. 
3. 
A. 

5. 
6. 



• IF CORRECT ; 

Clerk exchanges form for 

1. A TEST form 

2. ONE COUNTER 



IF INCORREC T; 

Clerk indicates the area in which 
the error was made (he does not 
explain the error). Th« team 
member is given a new blank 
registration form to complete. 



On receipt of the TEST form and counter, the tea^i member puts the 
counter ir. a safe place. He then completes the TEST form. 
On completion of the TEST form, the team member again returns to one 
of the clerks. 



IF CORRECT : 

Clerk exchanges the form 
for: 

1. A BALLOT 

2. TWO COL^inERS 



IF INCORRECT : 

Clerk indicates area of mistake 
and gives team member a new 
blank test to complete. 



H. 



I. 



J. 
K, 
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On receipt of the ballot and two counters, the team member puts his new 
counters in a safe place and completes the ballot according to the 
instructions . 

Student takes completed ballot to the TEACHER for checking. 



IF CORRECT : 

Student receives 

FIVE COL^'TERS 

and he can now place 

his ballot in his own 

team's ballot box to indicate 

that he has finished. 



IF INCORRECT : 

Incorrect ballot is 
confiscated and a new 
blank is given to be 
completed. 



At the end of a set time period (e.g., 30 minutes) all work must stop. 
Each teain cout\ts its total number of counters. 

Each team counts the total number of ballots in its ballot box. 



V. Win Cri tcria. 



A» The wtnnliyt^ team is the one with the most counters. 

B. The winning, plover s are the ones who have put their ballots into 
the box in the givon time period. 

C. The overall winner is the Cirst student to place his ballot Into 
his ballot box. 

VI . Debriefing . 

Ai Distribute £orms filled in during the game. 

The following questions may be appropriate: 5^ 

1, Ask winning team: 

a. How many complete BALLOTS did your team have? 

b. What helped you to win? 

2, Ask remainder of class: 

a. If one team had more complete ballots than the winning team, 
ask if they can tell why 'they did not win. 

b. What mistakes do you think you made in playing the game? 

c. How could you improve your performance? 

3, Ask clerks: 

What common mistakes were made? 



VII. Results of Tryout 



FRACTION TRACK 



Overview. 

This board game teaches equivalent fractions to pupils in the Intermediate 
grades* It is a game in which the entire class can participate. 

The same format can be used with other areas which lend themselves to the 
"discovery" method of learning. 

Object ives > 

A. Behavioral. 

1. Given a list of 50 proper fractions found in the game (see 
Appendix A), the student should be able, without the aid of 
the Discovery Fraction Chart (see Appendix B), to write one 
equivalent fraction for each of the 50 problems. The lower 
limits of acceptable performance will be 39 correct responses 
in a 20 minute period. 

2. With the aid of the Discovery Fraction Chart (see Appendix B) , 
the student should be able to show that he understands the 
concept of the term "equivalent fraction" by writing three 
different sets of equivalent fractions fo>- each of the following 
fractions: 

2 

6 - — 



16 = «= 

_ 

20 

« aa 

30 — 

16 • 

The lower limits of acceptable performance will be 10 correct 
responses in a 10 minute period. 

3. Given the following four sets of fractions, each containing 

one non-equivalent fraction, the child without the aid of the 
Discovery Fraction Chart, and in a 10 minute period, should be 
able to cross out the fraction that does not belong, so that each 
set contains only equivalent fractions. 

. il . _9 , 3 
0^ 20' 12 4 



_9 . \y 

24 



3 . _6 
8 16 



8 24 16 



it . ^ 
5 ♦ vlO 



20 



r 



B. General 

1. Hcc«Tusc the child is provided with an opportunity to explore a 
procedure for comparing fractional numbers, he should be led to 
develop an intuitive notion of fractions as nurabers. 

2, Without verbalizing any rule, the child should discover, through 
the use of the Discovery Fraction Charts that multiplying both terms 
of a fraction by the same number is equivalent to multiplying the 
fractional nuriber by 1 and that each eovuvalent fraction names 

the same nu^^ber , for example, _2 x ts) a 

4 [Sj 32 

Mat e rials and G ame Com p onents . 



(See Appendix C for 



A. Needed Materials. 

1. 1 pack of 5^* X 8^' index cards. 

2. 4 pieces of 22" X 28" poster board, 

3. Felt-tip markers of different colors. 

B. Construction of Game Components. 
1. A game board representing a race track, 

diagram and measurements.) 

A Discovery Fraction Chart for each participant (See Appendix B) 
A deck of 5" X 8" index cards on which are printed problems 
connected with equivalent fractions. (Level of difficulty and 
types of problems used can be varied according to the teacher's 
judgment.) See Appendix A for examples of these problems. 
A blank answer sheet for each child to use during the game. 
5 small model cars to move on the gam^eboard. 



2, 
3. 



4, 
5. 



I ^* Proce d ur es . 



A. Arrange the participants Into five teams or rows. 

B. Appoint an "Auto- checker" on each team to check the answers of a team 
other than his own. The procedure for this is explained in E and F. 

C. When the game begins, a "Flagmen" (teacher or selected student) takes 
the top card from the shuffled deck of problems. He holds the problem 
so the entire class can see it and reads it to them. 

D. Each student in the class then uses his Discovery fraction Chart to 
deteriTiine the answer. and writes it on his answer sheet after number 
one. The time allowed to compute the answer x:an be determined by the 
teacher . 

E. The "Flagman" (who contrc^ls the race) then announces or writes on 
the board, the correct answer: which is on the question card. The 
"Auto-checkers" check the answers of a team other than their own. 

F. The "Auto-checkers," when asked by the "Flagman," then state the num- 
ber of correct responses made by the team they have checked. If, for 
example, five of seven children en a team have the answer correct 
their team's car will be moved ahead five spaces on the gameboard. 

G. This process is repeated until there is a winner. 

V • Winder U e r ra . 

The first team to reach the "Finish" position on the gameboard Is the winner. 
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VI, Dcbr Lef Itm . 



A. The following questions may be appropriate 
1. Ask the winning toam. 



a. 
b. 



c ♦ 



Why dc you think ycu won the ganie? 

Did you uie the Discovery B'raction Chart? If so^.how 
did it help you tind your answers? If not, how did you 
find your answers? (It is hoped that children will verb- 
alize techniques used for finding equivalent fractions.) 

Can you think of another way in which you could discover 
fractions? (Use number lines. An example: 

< r7T r-r. :rr. > 



1/4 



1/2 



3/4 



2. 



A. 



1/8 



1/4 



3/8 



1/2 
2/4 



5/8 



3/4 



7/8 

lA/16 2/2 ) 



2/16 2/8 6/16 2/4 10/16 6/8 

d, If John had 4/8 of a pie and Jack had 1/2 of a pie, what 
would be the difference in the size of the pie? What would 
be the difference in the size of each piece of pie? 

e. Look at your Discovery Fraction Chart. Notice that -rr is 

2 

the same as Which fraction Vvould you prefer to use 

when talking about this fraction? Why? (It is the "simplest 
term.") 

Ask the team which did not win: 

a. Why do you thirk you did not wit) the game? 

b. How did the Discovery Fraction Chart help you? ^ 

c. How many equivalent fractions can you find for ~ ? 

o 

d. If you played the game again, what could you do to make sure 
that you would have a winning team? 

^ and t— equivalent fractions? 



e. Why are — , 
General questions: 

a, What is an equivalent fraction? 

b. How many different numerals can we write for 



12 



How can we find the equivalent fractions for 
the aid cf the Discovery Fraction Chart? 
Other questions may be deemed appropriate by the teacher. 



wi thout 



B. Test according to the behavioral objectives, 



VII. Results of Tryo ut. 
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Appendix A 







(Fcurrh Grade Level) 






6 

9 " 


3 


7 
12 


M 


2 ^ 

15 


30 


9 


(—1 
18 


16 _ 
24 ~ 


J 


26 . 
30 


15 


9 


m 
111 

18 


2 _ 
6 ~ 


in 

12 


16 
24 


HL 

3 


i 
6 


rn 

Id 

18 


b _ 
8 ~ 
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INFUTION 



I. Overvtev i 

Thli Interaction game teachoi the concept of Inflation to lecondary 
«tudenti« Students aisume roles of public servsnts, organized leborers, 
«nd ^etf^cmployed persons* Each tries to Increase his Income to maintain 
or raise his standard of living, In the face of rising costs. From nine 
to sixteen players may participate In the game, which may be played in two 
or three class periods. 

This game also provides practical experience in computing percentages i 

n, pblectlveS i 

A« Behavioral. 

!• The studcri will recognUo and utllizo the different methods 
available to each occupational group ae It attempts to cope 
vlth Inflation* 

2. The student will be able to state causes, effects, and results 
of Inflation* 

Bt General. 

1, To enable the student to experience the frustration of living 
during a period of inflation. 

2, To enable the student to make decisions to cope with an Inflation- 
ary economy I 

3# To provide the student with the opportunity for Interaction and 
competition flruong the various occupational groupa, namely? self* 
employed, organised l*tbor, public servants, 

III, Mater lale and Gome Components , 

A, Needed Materials * 

1, $ cards 5'^ x 8" for "Profile Cards", 

2, $B cards, 3" x 5" or smalUrp of 5 different colors> in Che 

following proportions, 

a, 8 of color A, to be "Public Servant Card8^\ 
h, 8 of color B, to be ''OrganUed Labor Cards", 
10 of color C, to be ''Self -gmpjoyad Cards", 
dt 23 of color D, to be ^'Llfe Cards". 
«; 15 of color E, to be "Hopo Girds*', 

3, I banker's worksheet (AppendlK A) and 2A playera' worksheets 
(Appendix B), 

l^t Construction o£ Game Components , 
Q Write or type the following on the "Profile Cards'' r 
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OCCUPATION: TKACHER 



MONTHLY OBLIGATIONS 

Food $160 

Clothing 40 

Housing 120 

Medical & Drugs AO 

Taxes 160 

\ Personal Transportation 120 

Insurance, Investment, Education 80 

TOTAL $720 

LIMIT FOR DEBT--2 x current Income 

OCCUPATION: GROCER 

Net Monthly Income $2,000 

MONTHLY OBLIGATIONS 

Food ► $100 

Clothing 100 

Housing 300 

Medical & Drugs 100 

Taxes 600 

Transportation (Personal) 200 

Insurance, Investment, Education 400 

TOTAL $1800 

LIMIT FOR DEBT--2 x current Income 
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OCCUPATION: HOD CARRIER 



MONTHLY OBLIGATfONS 

Food $200 

Clothing 50 

Housing 150 

Medical & Drugs 50 

Taxes 250 

Personal Transportation 100 

Insurance, Investment, Education 100 

TOTAL $900 

LIMIT FOR DEBT- -2 x current Income 

OCCUPATION: DOCTOR 

Net Monthly Income $4,000 

MONTHLY OBLIGATIONS 

Food $400 

Clothing 200 

Housing 600 

Medical & Drugs 0 

Taxes 1200 

Tr anspor t a t Ion 400 

Insurance , Investment, Education 800 

TOTAL $3600 

LIMIT FOR DEBT--2 x current income 
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OCCUPATION : POMC EMAN 

Not Monthly Income " $500 

MONmY OBLIGATIONS 

Food $100 

Clothing 25 

Housing 75 

Medical & Druga 25 

Taxes 100 

Personal Transportation 75 

Insurance, Investment, Education 50 

TOTAL $450 

LIMIT FOR DEBT-- 2 x current Income 

OCCU PAT ION : ELECTRICIAN 

Net Monthly Incoice $1,500 

MONTHLY OBLIGATIONS 

Food $300 

Clothing 75 

Housing 150 

Medical & Drugs 75 

Taxes 375 

Personal Transportation 150 

Insurance, Investment, Higher 225 

Education — 
TOTAL $1350 

LIMIT FOR DEBT- -2 x current Income 



ERIC 



• 5 - 

2. Write or lype the following on the "E\ibllc Servant Cards": 

everyone pays $50. 

everyonf: pays $50 except public servant, 
everyone pays $100 except public servant, 
everyone pays $100. 
everyone pays $150. 

everyone pays $150 except public servant. 

NO ! ' 
NO! 

3. Write or t,pe the following on the "Organized Labor Cards": 

STRIKE SETTLED QUICKLY — 5% INCREASE NO WORK LOSS. 

STRIKER GETS 207. INCREASE IN SATJ^RY 
MUCH NEGOTIATION 

WORK LOSS PAY LANK 10% OF LAST MONTH'S INCOME, 

STRIKER GETS 20% INCREASE IN SALARY 
men NEGOTIATION 

WORK LOSS PAY BANK 10% OF LAST MONTH'S INCO>IE. 

STRIKER GETS 20% INCREASE IN SALARY 
MUCH NEGOTIATION 

WORK LOSS PAY BANK 10% OF LAST MONTH'S INCOME. t 

NO! WORK LOSS PAY BANK 5% OF LAST MONTH'S INCOME. 

STRIKER GETS 10% INCREASE IN SALARY 

WORK LOSS PAY BANK 5% OF LAST MONTH'S INCOW>- 

STRIKER GETS 10% INCREASE IN SALARY 
MUCH NEGOTIATION 

WORK LOSS - PAY BANK 5% OF LAST MONTH'S INCOME. 

STRIKER GETS FULL REQUEST 
men ARBITRATION TIME C0NSUMI-:D 

WORK LOSS PAY BANK 20% OF LAST MONTH'S INCOME. 

4. Write or type the- following on the "Self-Employed Cards": 
CLIENTS GO ELSEWHERE INCONfE REDUCED 10%. (2 cards) 
CLIENTS GO ELSEWHERE — ^-INCOME REDUCED 20%. 




YES. (7 card?) 



Write or type the following on the "Life Cards": 



RICH UNCLE DIKS 

RECEIVE INHERITANCE FROM BANK 

$500. 

COLLEGE TUITION INCREASES 
PAY BANK $100. 

INVESTMENT PAID OFF 
COLLECT FROM BANK $53. 

MRE SALE SAVINGS 
BANK fAYS $10. 

TERMITE DAMAGE 
PAY BANK $500. 

EMERGENCY OFLRAIION 

COST BEYOND BLUE CRQSS $500. 

AUTO ACCIDENT 
PAY BANK $100. 

ARRESTED FOR SPEEDING — LICENSE SUSPENDED 
PAY BANK 

FINE $15 + TRANSPORTATION COSTS $50. 

YOUR HORSE LOSES DERBY 
PAY BANK $200. 

DOG BITES MAILMAN 
MEDICAL FEES 
PAY BANK $100. 

INCOME TAX REFUND 

COLLECT 10% OF PRESENT MONTHLY INCOME FROM BANK. 

LONGSHOT WINS KENTUCKY DERBY 
COLLECT $200 FROM BANK. 

YOU WIN CONTEST 1 MONTH'S VACATION 

1. ACCEPT $500 + PAID VACATION, MISS ONE TURN. 

2. YOU MAY REJECT OR SAVE THIS CARD. 

LONGSHOT WINS KENTUCKY DERBY 
COLLECT $200 FROM BANK. 

EMERGENCY OPERATION 

COST BEYOND BLUE CROSS $500. 

RICH UNCLE DIES 

RECEIVE INHERITANCE FROM BANK -- $500. 
CHOOSE A HOPE CARD, (7 cards) 
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6. Write or type the following on the "Hope Cards": 

YOUR PROPERIY VALUES UP 
TAXES UP 10%. 

YOUR INCOME TAX REDUCED 10%. 

INHERITANCE $100 

B^NK PAYS YOU THIS MONTH ONLY. 

YOUR INCOME TAX REDUCED 10%. 

YOUR TRANSPORTATION COSTS DOWN 5t. 

YO:j WIN $300 

BANK PAYS YOU THIS MONTH ONLY. 
Bolt 

SOCIAL SECURIIT UP 

ADD 10% TO PRESENT OBLIGATIONS OF INSURANCE, INVESTMENT. 

YOUR PROPERTY VALUES UP 10% 
TAXES UP 10%. 

Bolt 

HOUSE MAINTENANCE UP 10% 

ADD 10% INCREASE TO MONTHLY OBLIGATIONS. 

Bolt 

MEDICAL SUPPLIES INCREASE 10% 
PAY 10% INCREASE EACH MONTH. 

Bolt 

INCOME TAX INCREASED 10%. 
Bolt 

FOR FLOOD DAMAGE PAY 50% 
HOUSING OBLIGATION IMMEDIATELY, 

Bolt 

AUTO UPKEEP INCREASES 10% 
ADD 10% TO TRANSPORTATION. 

Bolt 

FOOD PRICES UP 

ADD $20 TO PRESENT OBLIGATION. 
Bolt 

SCHOOL MERGER 
TAX DOWN 5%. 

7. Reproduce the banker'? worksheet and the players' worksheets, as 
Indicated In Appendices A and B. 



ERIC 



-8 - 



IV. Procedure? , 

A. Give the following Instructions to the players: 

1. General Instructions. 

Your goal is to Increase your own purchasing power in proportion to 
your Iricort^e, If e.vtra money Is needed you may borrow from the bank 
but debts may not exceed a figure equal to two times your latest 
monthly Inconie. Intere.j^t on debts i$ computed at $U00 debt and all 
parts thereof and must be paid at the beginning of each month. A 
player m.ay have one extra playing period to arrange his finances to 
this format — if not bankruptcy. Inflation has beaten you ! ! t 

2. Permitted activities of the different occupational groups: 
a» S£[.F EMPLOYKD , 

Doctor Grocer 

Thec-^e pi i>er5 nay raise their incomes hy DFXREE during negotiation 

period., Ihey rriay raise their income 5% without risk during each 

mont: However, If either decides on an income raise above 5% 

he ±uii draw from a set of cards, tie chooses i card for each 

addit-icr'al 5% raise requested he must settle for the WORST 

of the cards drawn. 

^* ORGANIZED LABO R > 

Hod Carrier Electrician 

These playeta tr.ay raise Income by a REQUEST during the negotiation 
period . However, should the majority of player^s not reach a 
settleiTieat during this period, the player may diicidg to strike. 
The outcome of his strike is detemined when he draws his arbi- 
trattori card, 

c. PUBLIC SERVANT S, 

Teacher Pol iceman 

These players may receive an increase in salary only in RESPONSE 
TO AN APPEAL djring the negotiation period. If the request is 
refused, (because of resultant tax Increase for other players) 
there is nothing they can do; however, they may draw from cards 
to deteriiiine whether or not the Community Is penalized, 

3. Functions of banker and accountants. 

a. B A^TKLR AND CL ERKS , 
DUTIES 

1. Manage game and naintain order. 

2. Collect ot dispense money as directed and record transaction* 

3i SuntTiari^e percentage increases at the end of each negotiation 
r ound . 

b. ACCOUN'IANTS 
DUTIES 

!• Check math on Work Sheet for each assigned player or players. 
Q 2* Provide paper for computations, 
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A, Use of cards and wbl-kshcets, 

a. Profiles and Work Sheets . 

One player operates according to the way of life generally accepted 
sociologically for his particular character, A role may be shared 
by a team of two players. Each player or team fills out twr work 
sheets, one for his own use and one for the Accountant. 

b. . life Cards . 

These are drawn by each player at start of each new period of play* 
Some of these will direct the player to draw a HOPE CARD. 

c. Hope Cards * 

May be drawn only at the direction of the LIFE CARDS. Some of 
these are BOLT CARDS i which affect all members of the economy* 

d* Cards for use in salary Increase in any group of players* 

1. Self Employed Cards > 

Cards contain: 7 acceptances 

2 ten (10%) decreases in income 
1 twenty (20%) decrease in income 

2. Organleed Jobs . 

Received! Loss of present month income due to work loss* 

1 - Full amount - 20% 
3 - 20% increase - 10% 

2 - 10% Increase - 5% 
1-5% Increase - No 

1 - No increase - 5% 

3. Public Servant . 

2 - No Increase 
2 - $50 penalty 

2 - $100 penalty 

2 - $150 penalty 

3 of the above cards contain no penalty for the Public Servant. 

5, Order of Game Pla y. 

a. Distribution of Profile Cards and Work Sheets. . . . Players check 
on salary, responsibilities, and generally familiarize themselves 
with the role to be assumed. 

b» Payment of salary by banker and payment of obligations by players 
to banker. All money rounded off to nearest dollar. 

c. Drawing of Life Cards by each player and consequent adjusting of 
Work Sheet » 

d. Negotiation finteraction Period). Each player may check financial 
status and decide whether or not to seek raise in salary or to pass, 
depending on present financial standing as a result of life cards 
and negotiation . 

e. Resultant adjustments are made on Work Sheet. 

f. New salaries are paid to each player to introduce new period of play. 
^ g. If desired, negotiation time limit may be established. 
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V. Win Criteria , 

Those players who have avoided bankruptcy are considered winners. Students 
may determine additional criteria tor ranking the successful players. 

Vi. Debrief irg . 

A» The following questions may be appropriate: 

!• Who won the game and why? 
Who lost the game and why? 

2, From the playing of the game do you have some idea of the concept of 
inflation? 

3» How did Inflation affect public servants? 

4. How did organized labor fare? 

5. How did the self-employed fare? 

6. Does one group seem to be more affected than any of the others? 

7. In an inflationary period, what is the relationship between the 
increase in prices and personal income, generally? 

8. What can people do in actual life to keep their income ahead of infla^ 
tlon? 

9. Kow would you now define inflation? 

10, Can you control inflation by freezing Incomes? 

VII, Results of Tryouts : 
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Appendix A 



Adjustments Affecting General Economy 
Month 1. Month 4. 



Month 2 . 



Month 5. 



Month 3. 



Month 6. 



I. Those whose income may be raised by decree. 



Income 



1. 
2. 
3. 
4. 
5. 
6. 



Doctor 
Loan 



Interest 



Income 



1. 
2. 
3, 
A. 
5. 
6. 



Grocer 
Loan Interest 



II. Those whose Income may be raised by the proceedings of organized Labor. 

Hod Carrier Electrician 

Income Loan Interest Income Loan Interest 

1. 1. . 

2. 2. 

3. ■ 3. 

t*. A. 

5- _____ 5. _____ 

6. 6. 



III. Those whose income may be raised by request. 

Teacher 

Income Loan Interest Income 

1. 1. 



2. 
3. 
A. 
5. 
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5. 
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MAP-n-RAMA 



I. Overview . 

This board gane was designed to teach map reading skills (population^ 
natural resources, political, products, geographic relief, and precipitation 
maps) to children In grades five through seven* Six to 36 players caYi play 
at one time; players play in teams. 

This same format can.be used with sets of historical maps from United 
States or world history classes or with other types of geographical maps. 

II. Ob lec tlves . 

A. Behavioral. 

In this game, the following types of maps concerning the United 
States are used: political, graphic relief > precipitation , population, 
products, and natural resources. Corresponding to each map Is a set 
of six question? the answers to which appear on the map. (See Section- 
III, B, 3 sample*) Given the six maps, the student should 
be able to demonstrate his map reading skill by answering 30 of the 
36 possible questions. r 

B. General. 

It Is hoped that through playing a game in teams, the class members 
will learn to to Interact and cooperate successfully with one another. 

III. Materials; and G a:T^e Components . 

A. Needed Materials. < 

1. 36 3^' X 5^^ index cards (or one card per question). 

2. Four large pieces of poster board. 

3. A wooden cubt, V* square on each side. 

B. Construction of Game Components. 

1. A large map of the United States mounted on poster board or on 
a bulletin board can cerve as the game board. Across this map 
from the East Coast to the West Coast extends a six lane highway 
on which the players make their moves. Each lane of the highway 
is divided into 25. equal segments or moves. Strings attached 

at both ends of the highway serve as ^'tracks'' along which card- 
board or plastic model cars can move. 

2. A set of six m.aps for each student including: 

a. Political Map 

b. Precipitation Map 

c. Products Map 

d. Population Map 

e. Graphic Relief Map 

f. Natural Resources Map 

3. 36 questions (these can be found in textbooks and reproduced on 

a Therrjiofax machine), or as many as desired, which can be answered 
using the above maps, printed on 3" X 5*' index cards. Teachers 
may use questions of their own choice. Below are some sample 
questions . 
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Populatic.^ Map, 

A. " Which parts of the United States are most heavily populated? 

B. Which state has the fewest people In It? 

Narre three states ir. the least populated area of the United 
States? 

D. Is the state you live In sparsely or heavily populated? 
Justify your ar.swer. 

E. NaTe ♦he three cities in the Uni^-ed States which have the 
most people living ir theni. 

F. Which scate in ;he Rocky Mountain Area i* the most heavily 
settled? 

II* Na lur a 1 ReoC>V!rc e s Map . 

A. Where aie chu largest deposits of anthracite coal found? 

B. Nar.e three states m which salt is tr.ined. 

C« In which part of the country is the most oil found? 

D. Bauxite is used to nake alurrluum. Where in the United States 
Is a bauxite mine located? 

E. Some people tr.ake their livings from the sea. What kinds of 
fish are netced off our Pacific Coast? 

F. Fertile solI iz a great resource. Where is our country's 
largest far.riag region? 

III. Polit ical Mao, 

A. Which state borders Texas on the west? 

B. What fcur states border Lake Michigan? 

C. What stale is in che southern most part of the United States? 

D. What is the capital o£ Virginia? 

E. What is the narre of the river separating Pennsylvania and 
New Jersey? 

F. Which state on the Pacific coast has the longest coastline? 

IV . Pr oduc t: _ Ma £ . 

A. This rap could be made wich pictures glued on cards; the 
designers, of the game used pictures of: 

1 . Whea : 

2. Oranges 

3. Potatoes 
A» Luriber 
5. Corn 

Questio»>.i involving these products could -then be written. 

V. Graphic Re lie f Map, 

A. Which Uikes In the Northern United States were created by 
glaciers digging out great depressions? 

B. Which long river system drains the interior part of the 
United States? 

C. When strean.s or rivers flew into valleys surrounded by 
trcu^.vains , they form lakes. Name a lake formed in this 
manner. 

D. Are ar.y mo-jntains in the Eai:t oN^er 10,000 feet in elevation? 
If so , wb ich ones? 

E. Weathering wears away mountains and makes them smaller, 
Which moutuain chain on the mainland of the United States 
is the oldest? 

F. Which valley In the continental United States is the 
Icwe^ : ? 

VI ' Free 1 pi ^ a^j ;: r_>!£i> • 

A. Moi£,ture may fall in the form of rain, snow, sleet or hail. 



How much rrv'Lslute t^Ws per year in the northern-Ernest part 
of the Uni ted Stale?? 

B. In the Southwest are i:iai>y deserts; what ctplor indicates this 
dry land? 

C. Trees reed 30 inches o£ rainfall a year. What areas in the 
United States dc nc I cc\:air, n.any trees for this reason? 

D. Gotten needs 23 ir.che5 of raii^fall a year to grow well. 
Is the SDutheaiiero United States nhe only part of our 
country that has thU itjch rainfall? 

E. Portland, Oregcn, i< in the Northwestern part of the 
United States, What is it-» average annual rainfall? 

F. What is the average anc'ual rainfall in the Midwestern 
wheat-growing regi-r^n oi oar ccuntrv? 

4. A wooden cube, cn each ^ide, with 100, 200, and 300 printed 
on its six sides. This cube can be called a "mil-o-cube 

5. Six cardboard or plastic triodel cars to cnove on tha gatneboard. 

IV. Procedure s . 

A. The class is divided into six tearr.s, and a set of six maps is distributed 
to each tea^n member. 

B. A child frccn Te/itn One ccnes to the front of the room and selects a 
question card from the deck. He reads the question to the class and 
then returns to hi? seat to use his maps before givirg his answer. 
All other players also try to select the appropriate map and find the 
correct response. A tlcne lir.it for responses can be set at the 
teacher's discretion. 

C. if the child from Team One dees net respond correctly, the first child 
on Team. Tvo gets a chance to anc^wer . This rotation Av.cng teams con- 
tinues until the q'^estlon is ccrrec*.ly answered. (The teacher rules 
on the accuracy of the answers.) A response is considered correct 
only when the appropriate nap is i^elected and an accurate response 

to the question given. 

D. The child who answers correctly then rolls the **mi 1-o-cube'' to 
deterirlne how rany or..;ves his tea:.i may nrake on the game board. Each 
space cn the gaxe board highway equals 100 miles, so that if 

the student throws "300/' hi? teaiA can irove three spaces. 

E. This process is repeated with the children cn the teams taking 
turns until one team reaches the West Coast. 

V. Win Crite ria, 

The team which first reaches the West Coast cn^the game board Is 
declared the winner. It Is suggested that the game be replayed 
several times. 

VI. Debri efing. 

A. The following questions fray be appropriate: 

1. What types of maps did we u^e l:i the game to provide information? 

2. How might these naps be helpful to us in our study of the 
United States? 

3. Which type of map did ycu find rr,cst difficult to use? Why? 

4. Other questions considered appropriate by the teacher. 

B. Test according to the behavioral objective. 

VII. Results of Iryou*: . 
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MERRY MAILMAN 



I . O^/e rvt e v , 

This hybitU gare teaches letter recognttion. ^IffiRXY KAILMAH'' can be used in : 

kiridatgatten cr {lt(^t graJe after letters have been Introduced. It i$ 

an ««^ivc tean ga:i>c Involving the whole class* The decks need not 

coiMJtii all of the letters In the alphabet. In the early stages of "letter 

learning/' The ga^re can be played using only four or five different 

levcf^rs. 

Ihe SBifd fonoat v^an al^o be used in the teaching of blends, words, 
niJierals, addition and subtraction. 

A. Behavioral, 

1. Giv«5\ a icramblod l:^.st of 52 letters in the alphabet (26 capital; 
26 i^n-all), rhe child should be able to point to the letters 
which lie Is asked to locate. 

2. Givv^'. a c<.ra,y.fcied sec of 52 cards with one letter of the alphabet 
p3r card (26 capital; 26 sr:all) placed face down, the child 
shoald be able co name correctly nine out of 10 letters which 

he draws ft on the pile* 
B . Gerera I . 

Each .child rhculd be able ro identify both capital and lower case 

i T ^ b?,' 1:1 IA, -^-"d Caii^- C<M:poner t s . 

A. Needed Mar^^rlals, 

I. 5 2?." X 28" sheets of pester board, one of each color: red, 

blue, yellow, greou, white. 
7. 1 roll of taaski!!g tape or a stapler, 

3. I bia^rk ftrl'.-tl^« tr^arker. 

4. 260 3*'X 5" index cards • 

5. 5 rubber bands to keep decks of cards separated. 

6. Paste. 

B. Cor.strvc ticti of Game Conrponents. 

I. 4 Mailboxes (one for each team); 

a. Attach a 6*' X 22" strip of poster board to the bottom of a 
12*' X 22" piece of poster board of the same color (blue, 
yellow, green, or white) . Use masking tape or staples to 
attach them so that a pocket is formed. (See the following 
diagram.) 

b» A var:e can be put on the mailbox by cutting two slits in the 
outer portion of the pocket and inserting a 2" X 18" strip 
of poster board with the desired name printed on it; for 
exa?cple, Santa Claus. 

c. Attach a 2'' X 4" strip of red poster board to a 4" X 4" 
square of red poster board to form a pocket as before. 
(This is the top portion on the mailbox flag.) 

d. Atrach this red flag to the stem (a pisace of poster board 18" 
X IV) i paste this stem in the large rrjailbox pocket. 
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Pocket 



^~M«$king tape or staples 




Marking 
tape or staples 



2* Letter cards: five deckii are needed (one for each team and 
one i'^r thl^ caller) . 

Each deck contains twn cards fcr each letter in the 
alphabet: one capital letter card and one tn^^W letter 
card. 



IV. 



Procedure s , 



A. Appr^tnt a ca^abio child a.^ caller, and divide the rest of the class 
Into fo'ii tea-'^. (If Kht :ia^:. ccr.ststa of (tore than 20 children, more 
teao!? may b^. r,*:^joarv ) Ea:h vear. elcs on the floor In a 4eml«circle 
6ia the of .-he rocx cpf .slte cha Tallboxcs, 

B. Di^tritutc thf identical decki cf c«rda, o::c to each team and one to 
the caller. Each t«ja^ pla>ftr di ay3 three caids ftor^ the deck anc 
place? t.her'. on :he f]tcr :r trc^^. cf hl^a where hla t.eara can see them* 

C. The caller drav:^ h card fr : dcc> a'^^d rar.es ic, without showing 
the card* The other piayfti ^hck :hei.r own card^ and thote belonging 
to their tear.r:3a tes , the cw^er cf ihe zc.rrtr.t card ii> each teaia runs 
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the cavd CO the t^^alitcx. The first runner to place the correct 
card In the p'«;ket cf the rod flag Is allowed to place the card in 
the large pocket* (The teacher will have to check the cards») Other 
runners muit take rhelr card^ back "home," 
D| Repeat this ptcctduie with caller naxlng a new letter each time, 

V* Hi n„ Criteria. ^ ^ 

The teatTi with the trcst cards In its pccket at the end of the given 
time period wins (tJtre period is establt&hud by the teacher) * 

VIv DebrlefirR, 

A. The fell: wir*g questions ?i:.ay be appropriate; 
1 • Why did a certain team win? 

2* What could help ycu win next time? 

3, VJhich letters aie the most difficult to recognize? 

4. Which tetters Icck alike? 

b* Have each {.layer read the letter cards left in his possession. 

B. Test accoidlng to Lhe behavvoral objectives. 
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KERRY HI$ER$ 



Overview, 

This game deals with some aspects of banking. It is designed for 4th and 
5th graders^ however it may also be used in 6th grade. 

II > Object! VPS , 

A. Behavioral • 

1. The child will be able to write out a check. 

2. The child will be able to deposit money in a bank. 

3. The child will be able to endorse a check. 

A. The child will be able to make out a bill of «ale. 

III. Materials and Game Cojiponents . 
A. Needed Materials. 



Each Worker 






a. 


Check to endorse 


(Appendix A-1) 




b. 


Deposit slip 


(Appendix A-2) 




c. 


Bill of sale 


(Appendix A-2) 




d. 


Instruction sheet 


(Appendix C) 




The 


Bankers 






a. 


Checks to give out 


(Appendix 


B) 


b. 


Worker account sheets (Appendix 


B) 


c. 


Play money 






d. 


Instruction sheet 


(Appendix 


C) 


e. 


Rubber staniper 







3. Storekeepers 

a» Cards with items and prices (Make up on 3 x 5 cards) 

b. Bills of sale (Appendix A-2) 

c. Instruction sheet (Appendix C) 

IV* Procedure . 

Pre-test (Appendix D) 

Instructional Period prior to Came. ^ 

1, The teacher should discuss the banking process with the student and intro- 
duce some basic procedures; (filling out checks, deposit slips, endorse* 
ment, etc.). A suggested method which will introduce the game will follow: 
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a. Each child receives a $50*00 pay check and a deposit slip* 

t. Child ttidkes cut deposit slip, endorses pay check, and deposits money 
In the batik. (The teacher is the banker In this stage and also ex- 
plains Kcw 10 endcifec check and fill out deposit slip,) 

c. The teacher gives each child a blank check and a bill of sale and ex- 
plains how to complete check and bill of sale. 

d. The children go to their seats ar<d make out the bill of sale for up 
to $30.00, 

e* Children exchange bills of sale with each other. 

f. Each child then makes oat a check to the classmate who gave them the 
bill of sale> 

g. The children end up by marking their bills of sale paid and giving 
the bLll5J of i.ale as a receipt, 

2, The teacher tpay correlate other subjects at this time. Emphasis can be 
made on spelling of numbers and months and importance of good writing. 

V. Lebr lef in .;^> 

a. Why did you have Lo endorse your pay check? 

b. Why Is it advantageous to deposit money In the bank? 

c Wny did your bill of sale have to be no more than $50.00? 
d, Wr^at record do you have> that you have paid your bill? 

Stage I . Game. 

a* Hand out instruction sheets to all students. (Appendix C) . 

b. Begin by assigning two cashiers to work In the bank and also select 
four storekeeper d , The rest of the children will be the workers* 
(Based on a class of 30 students.) 

c. The workers receive $100.00 pay check and deposit slip. They endorse 
check and deposit it in the bank. 

d. At the bank the worker receives a checkbook. 

e. Worker goes to a store and makes one purchase. He receives a bill of sale, 

f . Storekeepers endorse checks then take them to the bank to receive cash 
for them. 

g. Banker will cancel checks and pay storekeeper with cash. 

h. Banker? balance workers* accounts. 

1, This Stage should te repeated again changing the roles of some of the 
pupils. 

Instructions. 

A, Banker t 

1. Take pay checks and cancel them. 
2» Give out check to worker, 

3, rfl^cord deposit in account, 

4, Receive checks from storekeepers and give them cash. Also cancel 
these checks. 

5, Balance workers' accounts. 



B* Storekeepers 

1. Set up store , 

2. Sel 1 to workers 

!J. Make o'Jt bilU of sale. 

A, Endorse check j and cash chera at bank. 

5. Make out deposit slip listing amount on each check. 

6. Bring cash back from bank, 

VI. Winning Criteria . 

Anyone who performs his task successfully is considered a winner. 

Debriefing: 

a. Use questloni from stage I. 

b. What did the storekeeper do with the checks you gave him? 

c. Why must the bankers balance the workers' accounts? 

Post- test \ 
Stage II. 

A. Classroom conclnaation activities (optional). 
1* Store coir.pctltlon. 

2. Carrying student's bank balance over to replaying of game. 

3, Correlation of spending. (Ex,, Student buys swimming pool 
and then buys related items,) 

A, Using of actual checks, deposit slips, sales slips. 

B. Additional outside activities. 

1. Visit to local banks. 

2. Outside resources (Banker visiting class.) 

3. Student Involved In writing article to local newspaper, 
A. Visit to department and/or grocery store. 

5. Discussion of State and National banks. 
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APPENDIX A-1 



MERRY WORKER'S, INC. 



PAY TO THE 
ORDER OF 



CHECK m. 



DATE 



$50.00 



no 



FIFTY and 100 **************** DOLLARS 



SIGNATURE 



PAY CHECK 
STAGE I 



MERRY WORKER'S, INC. 



CHECK NO. 



DATE 



PAY TO THE 
ORDER OF 



$100.00 



PAY CHECK 
STAGE II 



ONE HUNDRED and 100 ************* DOLLARS 



SIGNATURE 
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APPENDIX A - 2 



3111 of Sale 
Buyer 

Company ^ 



Item 



Amount 



Total 



Deposit Slip 



Name 



Date 



• Dollars 


1 Cents 




1 


1 


1 
1 




1 
1 




1 




1 
1 




^ 




1 




1 




1 


Total I 


1 

• 



APPENDIX B 



DA T E 




















Deposit 










Withdrawal 










Balance 











[check No. 



To 
For 

Date 



Bank iJaiance 
Amount 



Balanc e 



THE, MERRY M 1 £ R 



Da to 



Pay 10 IWE 

ORDER OF 



Check NO: 



Do I 'iar<» 



Signatate 
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instructions for playexs: 

BANKERS 

You are a banker at the Merry Mi$er Bank. The workers come to you to 
deposit their pay checks. They also make out checks In the stores and these 
checks are brought to you by the storekeepers. 

As a banker you are responsible to see that all checks are made out 
correctly, all pay checks arc endorsed, and all accounts balance. 



STOREKEEPERS 

You are responsible for making out bills of sale, putting out pictures 
of ttems^* you wish to sell, and seeing that you receive the correct amount of 
money for the items you sell by cashing your checks at the bank. 

^Use pictures from magazines or color object on 3 x 5 card. Put the price 
of the item on the card <ilso. Each store should have at least 15 items* 



WORKERS 

You are a worker in downtown Burbank. In the game you receive a pay 
check of $100.00, You deposit it In a bank. 

You go to a store and purchase an item paying with a check. 

Your responsibility is to see that you endorse your pay check, make out 
a deposit slip, correctly fill out a check and be sure not to overdraw your 
account by keeping an accurate record on your check stub. 
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ArPBKDU D 



1. Find 5 ftlit«Vc«i In tha folUwin^ ch&ek and elrcld tli*»» 



THE MERKY MI$ER 
BANK 



Check BOt «^ 




Date 



... tlL±L 



/g) <9 "~ • DolUr* 



SlgmAture 



2e Wrlt« Triie FAl«ft before the followlT^I it&tentntj, CVi4«g« the fAUe 

• tateiLenti \y cvoBtiug &ut the incorrect vorda and filling In correct vordi* 

4i Only ciinh U4iy d^poffUeJ In a k^nki 

b« You u^it «n4oite 4 check In eKftctly vh« v^y you? ti«mA Aippi^iti tn 
thA frpnt* 

c. Th« leit thred :;iOQt:hi of the y«4r «re Oc;tobori Nov^c^VAti A»4 D«tt»V«r» 

d. You t(nsat uit « hyf^hen when vrltlnf nttuVeti llk4 «lghtlr«iiveni 

e« "You^eve $3S In your bunk acccmnt, Yau cen wake out checkf for $10, 
$15| and $). 

3e Underline the correct answer*: 

a. The beat way to write the date cn a ch^ck l«j 



Jan, 1967 
Jartuary 13, 1967 
1/13/67 



b. Which one of the follovlni; would n^t be handled at the bank? 



check 

deposit alip 
bill of aale 
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c. WliicH «f thft following tsuit th6 itor^k^eper do Vef^re he can depoiit 
checks Mcelved from hta cuatomerc? 

rip off atube 

endorse them 

fold them in half 

d. Whan you put money tnto the bank, you tcuat fill outt 

receipt 
bill of aale 
deposit alip 

e» Each time you vrlte a check, you should mark the nzsount aad Infomatlon dn 

the check stub 
scrap paper 
a hoteVook page 
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MOD MATH 



1. Overview* 

This board game teaches the basic processes of addition, subtractlorii 
multiplication, and division and the proper names of arithmetic 
operations. It emphasises the correlation of symbols, terminology, and 
arithmetical computatlcis. This game can be used In grades 2-A, and it can 
be adapted for use at all levels. Entire classes can play. 

To Increase the game's difficulty, different sets of numbers may be added 
to the problem cards. For older students, different mathematical relation- 
ships could added < i ;&quare roots, factors, etc, 

II- Objectives . 

A/ Behavioral. 

1. Given the arlthtr.ettc sv^^-bols x, and the terms addition, 
>3ubtraf t Ic**". , irjil t 1 r Meat loa, aod division, the studeiM: ^^hould he 
iiblo to n:at:h \.:\ih ^vti*iol^ hy dr.ivK'i^; <j Hue from the sytTibol 
to its con i v^po'Vli* a; 

a. ^ V y Divi^ lo-^ 

" 1 1 ip I Ic a I von 

d, ^^^Subtiac t Ion 

2. ThG^ student s^hnuld be able to rot':>putc correct ly any problem of 
addition, subf ract icn^ tr.iltlpllcatlon, and division used to play 
this game. 

Example: 

a 3 + 2 « 

b. 3 - 2 « 

c. 3 X 2 « 

d . 3 2 - 

3. Given the problems uf^ad to play this game with the signs of 
operation omitted and with each problem labeled addition , 

Sii^I-I §f I E'liI.ri:fiIiSfiii?rL> £l^-y.i2ii2Il« student should 
be able to insert the appropriate syirbol and compute the correct 
answer. 

Example : 

a . Addition: 

b. Subtraction: 

c . Multiplication: 

d . Division: 

B« General. 

MOD MATH should increase the students' familiarity with basic 
arithmetical operations and symbols. 

The game should cause a student to compute baste problems 
more quickly. 

The student should learn and remember more basic number facts 
than he has previously remembered. 



Problem Answer 

3 2 3 + 2 « 5 

4 1 4 - 1 « 3 

2 2 2 X 2 =4 

3 1 3 ^ I « 3 
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I. 

2, 
3, 



IV, Procedures* 



A. Place the spinning board on the blackboard or a bulletin board. 
Place the piles of cards on two tables In front of the spinning 
board • 

B, Choose a student game leader and divide the rest of the class into 
two teans. Align two tcaTis on opposite sides of the room, 

C» One student fro^. each team ccmes to the ga:r.e materials at a time.. 
The student ga^r.e leader spins the ann, and it stops on one of the 
four blocks (addition , subtraction, r.ultiplicationi or division) . 
The participants then mentally decide which arithmetic symbol 
represents the chosen block, remove the s>Tnbcl card from that 
pile, and mentally compute the problem face-up on the top of the 
pile. When the student has finished his mental computations, he 
orally responds with the answer, 

D. The game leader will determine right and wrong answers ; he may look 
at the back of the card if he wishes. He then places that problem 
at the bottom of the appropriate pile for each team. He awards the 
team of the student with the first correct answer five points on 
the official score sheet or on the blackboard. 

E. The loser goes to the end of his team.'s line, and the winner remains 
in the front to compete with the next player from the opposing team. 
So long as he continues to win, his team gains five points each time; 
he stays at the board until he has won four times. Then he must give 
up his place at the board, even if he has won, to a new member of his 
team. 

V* Win Criteria , 

When all the players from each team have been to the front at least once, 
the game leader ends the game. The team with the highest score wins, 

VI. Debriefing. 

A« The following questions may be appropriate: 

1. What are the four types of problems used in the game? 
2» What syiTibols represent these problems? 
3, What does each symbol mean? 

B. Give a written test according to the behavioral objectives. 

VII, Results of Tryout . 
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FASS-A-BILL 

Ps*3-^-iill is a beard gar.e d^slgn^d fpeciflcally for u^Je In *n eighth grtda 
A.o?oricAA hl?cof> cUse, The pvrposs Ic to ^hov; the joucnoy a trill ttk6K 
ftCan Intrcfiluc cion to passvr.g. Students aro to recogulr^ tHe <iif£i^ui«,y And t# 
feel the fr^jitrairton of ge*.Mns a Vill piffid «lnce there kt^ About lO^COO 
and ♦nly a few hundred be;.o:r.e th^ Iaw% 

A, Behavioral 

U Tho 3i:jdcnt shcvld able to iist ch* *teps a bill muit take 
in or(3tr to be paj4cd. (Ihi^ gaict ar*8-o..^i all btll* start In 
the bouoc coDeiitt^e. ) 

2. TVft J Atdec^t -rbx . ;.: Iv^ e'al^'t^- Ix-etftSIy the potsiblUtis? of vhAt 
c^n S&ppeo cv ^ bi\l uftrr it r.*.sch.<i^ a decision i^lock (hoatfc 
comlttf.fe, r':u.)e tioor, fttc«) 

B« General, 

1. This gr.no coulo he nzeo ic ini*rc<i^ce a ur.it or. the p^^slng 
of btiJj. 

2, The ^r^-Jcnt by raving pla/tc' ^'a<^ ga^-^ Ahojld bo rjvr^j recep'iLve 
to the stuciy of th^ v/iIj:, 

A, Cac'if cut 3" A 2V'r U^fe d If ieren*^ coior^ fcr eiich deciit-xi block. 

- HOC^f CO^^il TTKF (GreES) DUPIICATHS 0? SACK CAKO TOTAL 

b» Rejects Bill v^eLur:! to Start) 3 

c. Sends bli.l Back for Rftvision 

(Skip ockk lurn« ) ^ 

d. Bill ^uder Con? idc rat ion 

(Skip one fjitu) A 

15 

2» KpUSP. JI.OOR (BLUE) 

a. Pas»^e£ Bili {Continue) A 

b. Reject3f Bii3 (Rer-^^n to Start) 4 

c. Refers Bfli t? co;^:inltcee for 
f'irther -^t jay^ (Rocnrn to Hcuse 
Cvmltte^ bK':k unj drav top card) 4 

d. Amend 3 Bill (Skip one turn &c\<i 

tier) cGrtipr.^O ^ 

16 
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3» SENATE C0>iM;'1TF'' .ORA-.v't-. 

P««»e (C•o.^( fa..:e) " 

SENATE fl^o nx (RED 

«.■. Fa^si..: 5:.:i «:?^h 3-,.^,..,^^^,.^ 

K Pre-:;:::. ^--'^•^-') ■ . u 

rre c.ran^s bill 

■ d. Pa..c-:- :ae:-..:c.:. bill CC:o.t;L:ie . ' 



Ret.-.." Jv.'ir. :. Crasr.i r cee f 



;f'::vd.i:r V 

Star V O ' ' ^ . ■ 



8 
4 
2 
9 



PRESIDENT ^GR^-f OR lT, BLUE) 



c, SKip LV" 10 .ee wr.ac the 

d. Refu,... rc, Ug:., Conjrt.B Is still 
(Xou WIN!) 



.1 
■I 



4 



SPECIAL EVP^rS (WHITE) DUPl^ICATS OF EMU OAXP TOTAL 

«. adjourn* for holiday, 

(R^ces:^, Back up 2 «pac«8,) 
b» Wild Car d - U«e to overrule tny 

unfavorable decialon, (Uie at 

any time.) 
c, Lobbies and Appiiea preaaure in 

favor of your btlK (Advance 

A spaces,) 
u* 3(ruiidUL Lii^ Cuu^i c55i3ian has heart 

attack, (Move back 4 spaces.) 

e, Ad journn-.ent nears, Congress 
asslgn-3 priority to your bill, 
(Advance 3 spaces,) 

f. Caucus calls for immediate action* 
(Advance to next decision block, 

and draw top card*) 



B. One game board for every five players, 

C. Five plastic bingo markers Identified by A, B, G, B, on stick tape, 




D* Set of dice for each game. 



2 

6 

2 
I 

2 

2 



V. Procedures, 



1* Board can be used by two^ three, four, or five players. 
2# Play will be in rotation. 

3, Two dice are ex^^lcytd and there are several possibilities for their use* 

a. Both dice are always rolled. 

b. If possible, you must use the combined total of both dice* 

c. If combined total of dice cannot be used but the total on one die 
will allow you to proceed, you must make that move, 

4, You will as?'ji\e che identity of a bill introduced in Congrefs. Your 
objective is t:> get your bill safely through Congress and have the 
President sign you into law. 

5, You «ay not proceed beyond a decision block (House Coramlttee, House 
Fl©»r, etc.) with a roll of the dice. 

a. Tou mast land directly on a decision block at the end of a raove, 
using the count from one or both dice. 
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I£ the Individual count from either die pl«C€ii you Veyo^d the 
decleion l looV, yoj lore your turn and try tgaln on your next 
turn, 

6* Upou lar^dlng on a decision block, you will Lake the top card fro« 
tiie correct star.k ar.d follow the Infr tructiond . 

7* Upon landing on a block with a star ac the completion •£ your turn, 
you tdu^t draw a whlt6 special event* card and follow Its Initructioni, 

8, Carda on each .itack will be shuffled befcre the game begins, As cardi 
are dravrn they are replaced face down on the bottom 9i the pile, 

9« Ycur objectlvc^i^ to gee to the president and receive a favorable 
decieion on your bill* When you have accompUahed thla, you have 
cotffpleted the gaxe* The gasie may end when one player haa reachad : • 
thl? point ^jv continue until all playera pasa their bill or until 
time expi rea. 

10. Students art to read aloud the instructions for each Decision Block. 
V* Win Ci { terin. 

The flvst eti-dent to g»^t a bill passed win5 the game* 



n> Debriefing. 

A, Diibtief will vary and oep^end on whethex* the game is used to introduce 
the unit or ic uaed duri:;g the unit. 

B. The fol loving gt^neral questions may be appropriate, 

1* Uo you thlr.k Tr.c?t bills have a good chance or a poor chance of 
LecoiTiir.g a law? VT'iy? 

2« List tbe stepr a bill \r>i^t take from its Introduction to Ite 
pa.3i''age* (Re(nr?jiber chis game assumes all bills a tart in the 
. hovae coui rltiree . ) 

3* Why dv you thinV a bill's chances for eucceas Improve the further 
along Ic gets in the game? 

4, Wf.at factors can affect a Vlll as it reaches: 



a* 


House coTtiiittee 


b. 


HcL'se floor 


c. 


Senate coiik^lttee 


d. 


Senate f Loor 


G, 


Jcirit ccnailccee 


f. 


H:>*jpe- Senate vote 


g> 


Pre«j tdent 



5, Wtac events can i.ifluence a bill other than major decialon blocka? 

69 In what way were you able to afftct the success or failure of your bill? 

II. Result* of Trvout. 
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PICK-AN 'END 



I, Overview. 



This board gti;*e teaches or reviews ihe a.h.'rt. vowel sounds, It is designed 
for first ar.d oecci^d grades, Students piay as i ndl vidua i;"^ in groups of 
four to six players . This garre could als/ h^ p Uyed by !?L?w learners in 
advancf^d grades , 

A similar application cf this game would ha to change the fcrnat so that 
the beginning 'sou^rds are put cn the plavin^ boards and a vowel deck of 
cards is u^ed Laiiead a beginuing soJVid deck. 



II. Ob jectlve s 



A, Behavlotai. 

1. Oraily g-tvc: the foll^-witig list cf 10 wrads ccntairiirg ^hcrt 
vowel scun:lo*: ap;Ie, can, pet, men, iglco, pig. cU:k, chop, 
urbrella, . up , the child should be able t: state correctly the 
vowel srvnd ccTitaired ir eighi of the 10, The child should be 
given c'le word at a victie. His answer nr-iic.'^ j^ivt^n x^jjthin 10 
seconds afrer hearirg the word and hefcre proceed i?.g re the 
next word, 

2. Orally given the fcllcwing list of 10 words coniairlr.g short 
vcv;el f'var.d-'; trat , tan. wet, hen, fig, sit> cot, trp^ tub, 
Sun; the ch^ld should ba able spell and write correctly eight 
of the 10. 

3. Givten r he fcllcwing written list of fi\'e ut^ £arr.i liar readi'Tg words 
C'^?.taining short: vnwel icvrsd-:' bath, dent, firish, pod, mumps; 
the child ohculd be able read ther. aloud wi'.h 80'4 accuracy^ 
The ch:l-d si-^^uld be given cnc rtirute per w.*rd. At the end of 

thf liinute , ]c rr,iic r c^^y hi a ;^r:iij^r. He ts given cr»ly ona chance 
to read the wcrd, 
4 . Giveii a "ihee i cf pap er rc-^.tai^ ing the fcl lov."* ' g f ;r:: : 

2. t 

3. i 

A. i> Il_ 

5. ^ 
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the child ?hov.ld be able tc give orally a word ccntainirg each 
vowel sound. No one Tay say the sounds for htx. He is allowed 
one minv'te for each rurj^cr. At the end cf the cnlnuce he must 
give his answer , 
Genera I , 

Through learning vcwtl soui.ds,ihe child should itnprrA^o his reading 
3kills> 



1 * * M3*ct:til> and Catre Compo nents » 

A. Needed Materials (for o: e group of six children). 

!• Duplicating paper r cons true tto-. paper (six sheets per child). 

2. Six duplicating masters. 

3. Tu*o felc-tip markers (red, blue ) 

4. Apf rcximately 60 unruled index cavds. 

B. Con: cj'jc t Ion of Game Components. 
1. GsTie board; 

a. Draw thu follov/ing on duplicating masters (one^ast^r). 

(1) t 





(1l ■ 







G 


< 






a 








c 


[ 






a 






a 
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(2) e : use a picture of a dress and replace the a^s with 

(3) i : use n picture of an Igloo and replace the a*s with 
l^s. 

(4) 0 I use a picture of a top an.i replace the a*s with o's. 

(5) u f use a picture of the sun and replace the a's with u*s. 
2* Establl&h a deck of 30 beginning sound cards* Letters are printed 

(one/ Index card) In red. Use the following letters; 

2 b's, 2 c's, 2 d's, 2 ^'s, 2 g's, 2 h's, j^, k, 1, 2 m's,,n, 
£» £'s,'"2 It's, V, w, X, z. 

3, Establish a deck of 30 cards containing ending sounds* These 
are printed In blue on Index cards (one/ per card). 

3 b*s, 3 d'3, 2 f's> 2 g's, h, 1, ra, 3 n's, 3 £'s, 4 r's, 2 s's, 

4 T's, w.^ ^ _ 

IV. Procedures . 

A. Four to six children sit In a group. 

B. Each child receives an identical playing board. (The group plays with 
only one sound at a time; i>e. , all play using the short a sound game 
board. Next tijhe they may use short e* etc* They continue through 
the short vowels until they can play with a single board containing 
all of the sounds. 



Vowels 






a 






e 






i 






0 






u 





C. Appoint one child as the dealer; he plays also. Each player is dealt 
five red cards (beginning sounds) which are placed In the left column 
of his board, 

D. Player Idraws the top card from the blue deck (ending sounds). If 

he can use the Letcer to complete a word, he puts it in the appropriate 
space on his board. If he cannot usr the ;:ard, he lays it down, face 
jup, by the deck, 

E. ihe next child has a choice. He may either take t ;ie top card discarded 
by the previous player, or he may select the top card irom the blue 
deck* If he can make a word, he place-; the card on the board. If he 
cannot, he discards ic. 
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p. The gaojc progressca In the same manner until one player has completed 
hta board (five words) . 



V. Win Criteria 



The ilxBt player correctly completing his board of five words Is the wlnnert 
He tfXiSt be able to read the words he has formed. 



VI. 



A. The teacher may pose the following questions: 
Winners • 

1* Why do you think you were able to win? 

2. What words did you form? 

3. Spell them to us. 

4. Use each word in a good sentence. 
Losers. 

1. What word<i were you able to make? 

2. Why couldn't you fill your board with words? 
Gener;^! questions: 

1. What vowp I ;»nd vowel sounds were used In the game? 

2* How many words containing this sound we can name? (List 

on the board,> Spell them to the teacher as you name them. 

3. What clue picture can we remember for short a, £, l» 0| u? 

B. Test according to behavioral objectives. 
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PICK-A-LEAF 



I . Overview . 

This gnme reviews the whole inltLal alphabet. Although designed for grade I, 
It can be adapted Cor use in grades one through three. The whole class can play 
at one time, divided into two teams, each with a leader. 

The same game format could be used in English to teach dipthongs, digraphs i 
suffixes and prefixes, root words, and blends; it could also be used to teach 
numbers , 

II. Objectives . 

Behavioral. 

1. Given each letter of the alphabet in random order, the child should 
be able to say Its name. 

2. Given each letter of the alphabet, the child should be able to say a 
word which begins with that letter. 

III. Materials and Game Cc^nponents . 

A. Needed Materials. 

1. 2 sheets of White poster board. 

2. 52 hooks and eyes (picture hanging hooks are ideal). 

3. Scissors. 

4. 2 sheets of green cardboard* 

5. 1 black felt-tip marker; 1 brown felt-tip marker. 

6. 2 baskets. 

B. Construction of Game Components. 

1. Trees: 

a. Conatruct two trees from poster board; these can be colored 
brown . 

b. Construct 52 loaf shapes from green cardboard, 

c. Affix 26 hocks to each tree. Affix one eye to each leaf. 

d. On each leaf, write a letter of the alphabet; each letter is 
written twice. Attach 26 leaves (containing each letter of the 
alphabet) to each tree. 

2. Baskets: 

Use the two baske ts for teams to collect the leaves , 

IV. Procedures . 

A. Divide the class into two teams. 

B. Choose a leader tor each team (either teacher's choice, or begin with the 
register), this child is called a '^tree trimmer." 

C. Teams compete In turn, i . e . , one child from team A begins, than one child 
from team 8 has a turn, 

D. The first child walks to his team's tree and points to any letter which 
Is hanging there. He pronounces the name of the letter, e_^^, "That is 
B." He then says a v.crd which begins with the letter, e . ^ . , "Balloon 
begins with B." 
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E. If the child Is ccrract, the leaf is given to him by the tree trimmer so 
that he r'.ay plnce it in his tcam^s basket* 

F. If the child is mcort ccc, any nr.omber from the opposing team may give a 
correct answer and gain the snine leaf from his team^s trc« . The tree 
trimmer acts as judge. Only one try is allowed; if the second attempt is 
incorrect, the leaf is left hanging on the tree. 

V» Wi n Crit eria, 

The team which first en^ptios its entire tree wins. If the game is stalemated, 
the learn with the most leaves wins, 

VI, Debriefing/ 

A, The following questions may be appropriate: 

1. Ajk the winning team: 

'Vhy do you think your team won?'* 

2. Ask were there any letters for which you would have named more 
than one word? What v?ere the letters and the word3? 

3. "Le^.'s review the letters," (Hold alphabet cards in front of the 
pvcils and have them natrie the letters.) 

B. Test according tc the behavorial objectives, 

VII, Results of Trvout:, 
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I. Overvlev . 

Thie cesd gaxne teaches synon^rsis and promotes efficiont use of the dlotionAxy 
and theeaurus. Although deei^ed for grades 4-6, it can be adapted for ust* 
In grades 7-"9« Oroupg of two to four students can play. 

The oaae format can be used to teach a range of classifications, froio aniosalo 
and transportation vehicles to biological categories or schools of art« 

".II, Ob,1ectives . 

A« Behavioral. 

1. Given in random order the synonyroa listed in section IV, A| ^ 
written on index cards, one word per card, the student should 

be able to gx'oup the cards into 12 synonyta sets of four words 
with the {Piaiiie coro meaning, 

2. Given a word for which there ax'e cotamon sjTionyiDS and a thesaxmio 
and dict.ior^A-y, the student should be able to deternsine at least 
one synonym for the word given. 

B. General- 

This gaoe will give p-aotioe in dictionary and theaaux^i3 use. 

II I • ^IaterialQ and Oarno C omTx> neats , 

A# Dock of 5^? cards, consisting of four wild cards, and 12 synonym sets 
made of four cards each. 

1. Cards are nade of index osordo. The word 'Vild," or the synonyo 
and its number of points, are written in the upper left comer 
of the card, as shown, 

VEAHY 
1 POINT 



2. The syr^onym sets are mde of the following words. The mirobers 
indicate the nuiober of points each card is worth. 



a. 


1. 


Weary 




2. 


Tired 




3. 


Fatigued 




4. 


ExhauBtcd 


b. 


1. 


Dislike 




2. 


Hate 




3. 


Detest 




4- 


Loathe 


c. 


1. 


Scorn 




2. 


Kidicule 




5. 


Doris ion 




4. 


Mockery 



WILD 
CARD 



d. 


1. 


Odd 




2. 






5. 


Unuftual 


« 


4- 


Peculiar 


e. 


1, 


Eiid 




2. 


P.xnish 




3. 


CotDplete 




4. 


Cone lude 


f. 


1, 


Reveal 




2, 


Elxpose 






Disclose 






Divulge 


e- 


1. 


Little 




2. 


Sraall 




3. 


Tiny 




4« 


Minute 




1. 


Big 




2. 


Great 




3. 


Lai*ge 




4. 


Huge 


i. 


1. 


Walk 




2. 






3. 


baunter 




A* 


wander 


3' 


1, 


Yell 




2. 


Shout 




3. 






4. 




k. 


1. 


Supply 




2. 


PUmiGh 




3. 


Provide 




4. 


Eqi;.j.p 


1. 


1. 


Want 




• 


Wish 






Desire 




4. 


Crave 



B» Pencil and paper for each team. 

C* One to foiix dictionaries and thesauruses for each -team. 
IV, Procedure s. 

A, The cards ai^e dealt, one at a time, to each team, until each team has 
10 cards t 

B. The remaining cards are placed face-dovm on tho center of the table* 
To start the discard pile, the top card is turned face -up and placed 
beside the face-dovm cards* 

C. The object of the game is to be the first to match all of one^s cards 
into sets of sjnonyiaous words. Partners may discuss ail cDOVCa with one 
another. 

D, One player from the team which did not deal starts play. He either 
takes the face-up card or draws one from the top of the deck. He must 
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thon Toake a d: nc{ir4 of one cars?, rron hio teaxi'o >i^n^ by pVaoiiJiyv jLt 
face-up on the dincari pile. * 

E. Befoio li6 ion.kr^n hir. dXscpxcl. hovever, a pleyer ttay.' lay fs.ce*up on the 
table ^.ix:/ s.TOcnr.c not,^ ho vj\d hia p>r>rtuer vieh to sliow* (X 8et coMieta 
of thvec or four cards v.'h;ch i\ro synoDifxns.) If a tearo hold8 fi wild 
card, it may ueo thif^ oa^^i to D?ic(? a &e^ of thro© four Bynonymc* If 
playora do so, thoy nus^/ r>.:iy p.Aoud a word which is 8j'noi\VDOUs with tha 
other two or three oarcU*, 

P. At any pci.ntj ariv player ^nay chalXen^o an>- 8yr*onya]s used by the opposinu 
team to foxtii Qi^x^, If hi9 challerig^a is succoBGx^al, hie teooi gains the 
numbor of poxiivS on the chaileri^ed coi'd, Similarlyi if his challenge 
is imsuocessful , ho lo^ios the munber of points on the challenged -.card. 
The teacher or an irrpartial obsewer records the nuriber of challenged 
points gained or lost. 

G, Any player may use the dictionoay or thesaiunis at any tiinei provided 
that he does not iiiteruipt the gaoe. 

H. When oae t^earj has placed all of its cacis in sets of thr^^e cards i three 
cards, and four ca::dfi, and discarded; the garoe ends. 

!• Scores are conputod o.s follows; 

1. Toarps rocoive points for success3?ul challenges or lose points for 
ULnsuccesbful onos. 

2. Tearos recei^.^e the points listed on the cards they liave laid down 
in sets* \ 

5- Tetjns lo?;e the poiavs listed on the cards they still hold in 

; their hands* \ 

I ' , 

I 

The te^l^\ vith th-r hxght:^^. f^oDre viiis. 

VI. Debriofin^-. 

A* Th<^ fc'ilovir:^ ct'^r^'lons na.v be sppropria^e: 

1. V/l:iat extra py:jon,)TJG we^re given when wild cards were played? Can 
you tMjk of snore t\yr cx^m?? 

2. Ifnicr \>ci;D i\i?X'^} ur^e/alj cVe diotionaw-y or the chosctiWds? ?or what 
different purpcses are they likely to bo useful? 

3» What words w^re challenged? Vny? 
4« Let's rev\ew the sj^nonym sets. 

B. Test according to the behavioral objectives* 
YII • Results o f Tr;>yut^ 
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RE-CON 

!• Overview. 



A role^playing game for use tn a high school social studies class > RE-CON 
Involves the making of decisions that affect resources and conservation tn a 
small mining town. It Is a game in which the whole class can participate. 

RE-CON Is designed to illustrate a conflict. Other conflict situations can 
fit Into the same general format. 



II. Objectives. 



A* Behavioral. 

1. After playing the game once, and using no reference materials, the 

student should be able to list at least three facters involved In con- 
servation. Possible factors Include; 



a . 


clean streams 


b. 


car exhaust 


c. 


fertilizers 


d. 


clean air 


e . 


wildlife protection 


£. 


hlg*..way beauti f icatlon 


g- 


rura 1 sewers 


h. 


state game studies 


1. 


reforestation 




city planning 



2. The student should be able to list at least two ways in which develop- 
ment of natural resources could hinder conservation. ( One evident 

in the game is: pollution of air and streams by an industry using 
coal . ) 

3. Giv^ri a list of possible interest groups in a community 

a. Townspeople 

b. President of a Union 

c . Mayor (or counc il) 

d. Local Game Warden 

e. Doctor 

the student should be able to rearrange the list in order of influence. 
B. General. 

1. The studcuL should gain an understanding of the interaction of forces 
within a community during a time of decision-making. 

2. The student should learn Lo work together, making compromises, to arrive 
at solutions that will be beneficial to as many groups as possible. 



III. Materials and Game Components . 



A* Scenario for all participants (see Appendix A) 

B. Roles for all participants (see Appendix B) . 

C. Map of Penn City Area, constructed as shown: 
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river 




power 
plant 



PE^^N ciiY 



„,__po o 
o o o 



Appendix A 
Scenario 



Penn Ctty Is a depressed co^-^l mining roTr)n>nnlty th^t badly needs new Industry* 
Two companies are interested in locating in the area, but both want the same favor- 
able location along the river and will accept no other. The American Nylon Company 
widl employ 100 local workers and will use coal in its operations* The American 
Laser Company will employ 50 local residents but has ^fccd L Leu Lia 1 for 
expansion in the Immediate future. It uses electricity^'produccd by a power plant 
in another community In its operations and wfll make no use of coal. Penn Township 
has good natural resources to offer industry. It has coal, electricity, and a clean 
river; the American Nylon Company, however, will be forced to dump waste chemicals 
Into the river and has no means to prevent pollution of the air from its smoke stacks* 
The people of the community are asking themselves, *'Which industry will be best for 
our community?** 
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Appendix B 
Roles and Power 

FlsherrTinn 

You are Marlia Trcutman. b'lshing is your ir.csc enjoyable pastime, but you 
ate an unemployed n\lner. Vou have a son in college and expenses are piling up, 
You are undecided at this time* 

Voting Power - 1 Point 

President of Medical Ass ociatio n 
You are Dr* Jonas Casey, Vou want to keep the cornmunity healthy, but you 
realize there Is a need for employment ♦ You want to hear both sides. 

Voting Power - 2 Points 

Presiden t of th e An^ erlc an Nylon C orporat ion 
Your name is Joe Smith. Your industry offers only Lmmcdiate employment for 
the area* Mining will also be stimulated in the com^nunlty by your use of coal- 
However, you cannot av oid the pollution of Che Shamcarm River and the clean air of 
the Penn community* You must convince the other game participants that your 
Industry is best for Penn Township. You will win the game if you convince the 
game participants that they should have your industry in their conimunity. 

Mine Owner 

You are Henry Donnf.nantj owner of the Penn Valley Mine. You desire to get 
your mine back to full-time production. You arc well known in the community and 
proud of the contributions you tiave trade to its growth. You are not too popular 
with your mine workers > 

Voting Power - 5 Points 

Townsp eople 

You are an undecided resident of the community. You want what is best for 
your town. You are aware of its problems concerning unemployment. Decide which 
Industry v;ill be best for your town after heating all arguments. 

Voting Power - 1 Point 

J£or£ St _ Ranger 

You are Ken Woods, the conscientious local forest ranger. Vour best allies 
in your job have been the local sportsmen and the few area farmers. You are 
sympathetic with tlie area's economic problems but want to do your job well. 

Voting Power - 2 Points 

Pres ident oj^ t he Amor le an Laser C ompany 
Your name is ^'Rip^' Lighting. You will bring a "clean^^ Industry into the 
area and use electric power. Although you employ only 50 v;orkers initially, 

your company has great possibilities for expansion. You must convince the game 
participants that your industry is best for the Penn community. You will win the 
game If the participants vote for your company. 

You are Vincent Stalker. You are interested in conserving wildlife and 
keeping clean streams. You f>GC possibilities in visiting hunters and fishermen 
adding to the local economy* 

Voting Power - 2 Points 
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Prostdont of the Rotnrv Club 
You ate Rudy Wheolor, a local store cwncr. Members of tho Rotary Club to 
which you belong arc mainly local businessmen. You feel that the locdl economy 
needs Immediate help. You want to sec as many unemployed men as possible in your 
comuulty get back to \^iork as soon as possible* 

Voting Power - 5 Points 

Womcn^s Ci v ic Cl u b President 
You are Mrs. Stout. Your husband is an unemployed mine foreman. You 
like the mining industry and feel that it can make a comeback. Many of your 
personal friends are connected with the olnlng industry. You want your club and 
the community to favor the American Nylon Company. 

Voting Power - 5 Points 

P resident of the Mine Workers Unio n 
You are John L. Coalhead, The American Nylon Company will use coal in its 
operations and thereby help employment In the local mines. Thus > you favor the 
Nylon Company. 

Voting Power - 8 Points 

President of Local Sportsman Assoc ia tion 
You are Fred Firearm. You feel that the conmiunity needs Industry, but not 
at the expense of recreation. However, you want to hear both sides of any argument* 
You are a lineman for the local power company. 

Voting Power - 5 Points 

The Mayor 

You are George Plunkett, the popular mayor of the city. You will conduct 
the town meeting and discussion of the possibility of a new industry coming to 
town. You are torn between your desire to maintain your political popularity and 
your own firm opinions on what is best for your community. 

Voting Pov;er - 10 Points 

Water Com pa ny Off icial 
You are Rocky Rivers, You 'want to keep the Shamcarm River clean because 
your company's water comes from the river. The people must know that pollution 
threatens the drinking water of the comniunity. 

Voting Power - 2 Points 
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VOTING SHEET 



PLAYER Predicted Vote Actual Vote 

on Company on Company 





ANC 


AlC 


ANC 


ALC 


George Plunkett, Mayor 


^■^^ 








I- ' — t' 


Rudy Wheeler, Rot=iry Club 












Vincent S t alker , 
Game Warden 












Mrs. V. Stout J 
Civic Club President 












Rocky Rivers 1 Water Co. 












Marlin Troutman, Fis^herman 















Dr. Jonas Casey, 
Local A.M. A. 












John Coalhead , 

Miner* s Union /^^soclavio-^ 












rted r 4 rear in, rre-iidenc 
SportSTian Associa* von 












Ken Woods, Forest Ranger 












Tovmspeople (what rr\ajority 
will vote) 












Harry Dominant 
(mine owner) 













o 
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SPACE PACE 



I . Overview 

This combination board and role-play game (hybrid) teaches a large number 
of facts about out solar systeni and Its planets. It is designed for all 
ability levels in the elementary and junior high games. Nine individuals 
or nine small teams can play, 

1 1 • Objectives 

Behavioral . 

1. The student should be able to write the names of the nine planets 
In our solar systems and place them in proper order as to distance 
from the sun. 

Z. Given a list of characteristics of the nine planets of our solar 
system and the names of the nine planets, the student should be 
able to match at least 35 of the characteristics with the planets 
to which they belong. 

3. The student should be able to write at least three hazards of 
space flight. 



III. Materials and Game Components 



A* Needed Materials. 

K Plasii-Tak or motSKing tape 

2. Glue 

3. Components enclosed in ims Kit. 
B, Constructiofi of Game Comoorients. 

I , Game Board: 

Construct trie enciosea mctteriais bO that the finished product can 
be attached to a chaiKDoard, a bulletin ooard, or a large sneet of 
posterDoard, tMatenals need only to oe cut apart and pasted 
together. ) 
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MtRCURY 




VENUS 


ETC 






O 





25 one-Inch 
blocks 



2- Fi igni PUri^.: 

Si'rrip i> cui. 1 1 igrii plan sheets where indicated. There will be nine _ 
10 me :5ei--0fie tor ea^n pianei. 4, - - ---t 

3 tufiipuier L-ofQ^: ' 

Xui opar I ine enc losea questiori sheets. Each item. should be 
pobtea Lo a neav> "corriouttr carOc" 

4. Space vernt its ; 

Cut oui tnt rr.ne c^pace snips. Use Plasti-^Tak or masking tape to 
aiLacn each tui o a vTt er en t space route on tne game board 0 



iV- ' Proceauf - ' ~ ' * 

Sf^^^^ clasSc ■ 

B ' - :5c ifcci c I CTifef (i iM \ iiQ \ \ \ dua i s Of Ti » ne sma 1 1 teams f orL:Compet 1 ti on ; 
y.vc eai.n »(.oiv}Guui ui ceam a I'ligrit plan- 

C. Ici i piojc ; iTiai Q computer Will program tnei f fiignt and feed them 
lUXy^iihoi of. Lnruu^n a uomputerv assistant (one student). The: cards 

: r/oifr tne \.o*mputef wv 1 i detefmine the ir progress , If the- computer 
y 1 vco Lricifi /i/.tor ma I i Oil LHa L appedr:>: on thei r : f lignt plan, tney are 
tJ^" vocbi 1 1^ ine rr p lafVci as nav i ng tnt cnaracteristic mentioned and 
"tne'r. m^ve dheaa on me i^ame ooard. Ine computer cards contain the 
riufijC't; ui rnove.-. wn.Ln -nouio oe maoe. 

D. ine game Dtgihb .^.tn me computer assistant removing one card from 
me cuHif^uu-? Ab Tie oDcair.s a ca/d, ne reaas it.aioudrto a'lV teams 

so iHa t ta^. h; cafi cHecK vts t i ight p/ian to see >if i ts planet has'; the 
Oho: acier I wHicn hai jusi been read- 
£- TrK^ p^o^-ei- f epeated cnti i a team or individual has reached its 

. h - 11 ,s sugge^^iea inai me- game oe re-p'ia^ed on different days, so that 
stuabni^ nave o cHafice 10 travCi LD each planet- . . 

V . Wj^n Cr . ter ta 

,Tne team or individuai to reach .us destination first i;s the winner. 



vie Deor tef ir.g 

The toiiuwing oueii^ons may be appropriate: ■■^"^ ■^ 

I. Wnai pidr.bL:> weie we trying to reach m the game? 
I • What are tne ..naf actenstics or Mars (and each of the other -planets 

-tnat we near ifv tne, game^ . * 
3: Omer spec vf I c Cjue St vons about planets deemed important by^ t 

ttjQcner ^ 
Test av^curd I ng to the-^oenav lora i objecti ves c ( Also, see sample ^st^ 
Apji^cndu D ; • 



SAMPLE lESl 



I Li;:t int ^MQfieib in tricnr corroci order from the sun. 

1 5. 

^ 6, 



3 \ 7, 

4 8, 



II Wrue ino /lafne oT ine picnet that best f;jnlsr)es each statement. 

1 Inc LUiOC'bt pioAei in me Universe is ^ , 

2 fne ^ta^icC iHai LQKeo 24 hours to revolve on Its axis is 

J Tne Edf cn ^ i.:>ief planet u ■> 

^ Tne pi one- 1 r.nmed after ihe Roman God of War is 

5 fne iar9e:>i ut ine ptdneis ib . 

6 fne pu*fjc.c f:ta^eoi tne sun is , 

/ Inti ^iafiL-i tncii smnes me most brightl> is 



8 \ht piafict c«rc«eo r in9i> 01 Ice crystd'iS and dust is _ 

9 Tne ^.ic.ei uiai oppears at tirnes to be a reddish color is 



in inc u^afiK v/rat me leiiur of tne planet tnat best finishes each statement 

I Tne darkest all the planets is probably 

a Mercury d. Pluio c. Mars d. Earth 



Itb iwo Hjoons don t give much light to 

d Venus b Jupuer c. Neptune d. Mars 

Ine Jdrge picinei thdi rolls on Us side is 

d urarais b. Pluio Earth d. Venus 

The sriidhest arid toSlesL planet is 

a Jupucr t> Uranus c» Saturn d. Mercury 



The OfH> pion^rt mdt seems to have enough oxygen for life as v/e know it is 
d Vthus b NeptufiG c. Earth d, Pluto , 
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6 Ihe {^Unei riamea after trie cntet of the Roman Gods Is 
d uup.ier 0 MdfS c Mercury d» Pluto 

/ OsuoH> tne tirsi "sLdf" >ou see in me evening is 
d Mcirb b Uranus c. Mercury d, Venus 

8 Tne plonei mat LOibt^ ciO:>esL lo me Earth is 

a Sdiuffi b Mars c Mercury d. Neptune 

9, Sc'ierjtiiL^ oHll* moucjni ine> saw canals on 

a Sdiurri 0 Piuio c Mars d, Jupiter 

id Inb pioMti oDuui. wH t.n vno know the most is 

a Nopiune 0- Eaf in c. venus d* Pluto 

ii TniCK cioudi cuv6f me lively planet 

d Mctrs D Sacurn v. Mc/cury d, Venus 

l2r Tnt planet wuo juSi unt rnoun is 

a oup.it?r D vcrius c^ Neptune d. Earth 

13 iomo form ot p.odi i .te iTidy_ eAibt on 

o Mt'^u J 0 Mars c Pluto d. Neptune 

1 4 Ine plaritc chai o Co.vefco iTiostiy b> water is 

a ve^us D Me^Lur^ c Earth d. Mars 
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ANSWER SKfEf 



I • Mercury 

2. Venus 

3. Earth 

4. Mars 

5.. JupUer 

6. Saturn 

7. Uranus 

8. Neptune 

9. Pluto 



K Pluto 

2, Earth 

3, Venus 

4, Mars 

5* JupUer 

8c Mercury 

7. Venus 

8. Saturn 

9. Mars 
10. Satur n 

III. 

K b 

2. c 

3^ a 

4. d 

■ 5. c 

6, a 

7, d 

8, b 

9, c 

10. b 

11, d 

12. d 

13, b 
.14 c 
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SPEC-CAT 
(SPKCIMENS AND CATKGORIES) 



Overview. 



This board game, to be used on a field trip, acquaints students with the 
characteristics of bocanical specimens and with the categories to which 
these specimens belong. It was desigred for ninth grade general science 
classes, but is easily adaptable to other gtade levels. Teams of four 
students can play, 

The same format can be used to teach the identification and classification 
of almost any available objeccs* 

!!♦ Objectives . 

A. Behavioral. 

Several botanical specimens are used to play this game and are 
listed, along with their classifications, on the included chart. 
The behavioral objectives as seated below pertain to these specimens 
only; however, it should be noted that they may be varied depending 
upon the participants and the occasion. Thus the specific objectives 
should be revised by the teacher to fit the game being played. 



B. 
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1. 



Given the following 25 specimens, the child should be able to 
identify any 15 of then by name: 



Onion 
Sourgrass 

Grass 

Timothy 

Rye 



Plantain 
Vild 

Strawberry 
Clover 
Thistle 
Daisy 



Moss 
Ferns 



Arborvitae 
Yew 



Toadstool Blue Spruce 
Algae White Pine 

Liverworts JuniDer 



Box Elder 
Oak 

Maple 

Elm 

Apple 



2. 



Given a multiple choice test of 25 items including all specimens 
and of the following form; 

(Specimen) 



(1) Algae: 

(a) Monocots 

(b) Thallophytes (Category) 

(c) Angiosperms 

the child should be able to answer 20 Items correctly. 
General. 

After playing the game, the child should be able to observe that many 
small parts constitute the whole of nature* 



» , 

MONOCOTS 


1 

1 

DICOTS 


THALLO- 
PHYTES 


GYMNO- 
SPERMS 


ANGIO- 
SPERMS 


ONION 


PLANTAIN 


MOSS 


ARBORVITAE 


1 
} 

! 

BOX ELDER 


SOURGRASS 


WILD 
STRAWBERRY 


FERNS 


YEW 


OAK 


GRASS 


CLOVER 


TOADSTOOL 


BLUE SPRUCE 


MAPLE 










'\ 


TIMOTHY 


THISTLE 


ALGAE 


WHITE PINE 


ELM 


RYE 


DAISY 


LIVERWORTS 


JUNIPER 


APPLE 
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111m MaterlCi^s and Game Components , 



A» A defined geographic area. 

A Bingo-type board or duplicated sheet for each player. 
This board contains names of plant specimens that are to be found 
by players. The specimens are listed vertically under the cate- 
gories to which they belong and are accompanied by a picture, 
Specimens which are difficult to find should be placed as in- 
dicated below* 

The board should be designed as follows i 
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1 


cult 








Diffi- 
cult 




Diffi- 
cult 




Diffi- ■ 
cult 








RARE 








Diffi-. 
cult 




;)iffi- . 

cult 




cult 








diffi- 
cult ' 

4 1 



names of' categories 



spedimen names and 
piccures 



A sample board is included. 



Containers in which each team can place their collected plant 
cpecltnens vhile on the field trip. 



IV* Procedures . 

A. Teacher must survey the given geographic area before the game 
is played in order to see what specimens are available; then he 
can establish the playing boards* 

^* Teams of four (can be varied) are chosen; each player on a team 
receives a board. 

^' Teams are sent with their boards into the defined area to select 
specimens; players on a team may either stay together or separate 
unless otherwise directed by the teacher. 

^* After a time period specified by the teacher, teams return 
to the classroom and match specimens to the board examples. 

^* Score is calculated. 

V. Win Criteria . 

The team with the highest score wins the game. 

Scoring: 

2 points ^ each block covered 

10 points - each horizontal line 

15 points - four corners 

20 points - each vertical line 

50 points - each diagonal line 

50 points - center square 

365 points total for all squares covered 

VI. Debriefing . 

A. The following questions may be appropriate: 

1. Ask the winning team why they think they won. Did they try to 
use strategy? ( i.e. , searching as individuals or staying together) 

2. Ask the losing team why they think they lost ( i,e. ^ not being able 
to find the specimens, not having enough time, etc*). What would 
they do to improve their score on the next trip? 

3. Ask questions regarding recognition of specimens. Example: How 
did you know that this is a fern? 

4. Ask questions relating to the biosphere. Example: Where did you 
find the fern? What was near it? Was the area dry or moist? 

5. Ask teams why they were unable to find certain specimens. The 
conclusion might be that the specimen was rare 
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6. Ask what makes a specimen rare. 



B. Test according to the behavioral objectives. 
VII. Results of Tryout. 
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sp:-no blend 



Overview .. : . 

Desigr.ed for 5ec.::-d giade :^r-der:3. SPINOBIEND ?xcvide? drill on the 
auditorv-vis',.aI re-ccgm '::.c.r of 10 -c--cnar: bUr^ds and aitr:s at: the 
fcTt!:avt-r. cf an :rsiar:t as5c::aticn cf a bler.d with a given word and" 
phrasie. &r:vupi cf 10 s:udea':i 0:37. play. 

. IC can easily be adapred o:her grade levels. By constructing new ■ 
•cards. The teacher can •.r>e the ga-e in c:.her areas cf phonics, such as 
drill on vowel ic-ds c:^r digraphs a? well as on consonant blends. 

Ob jectiives o • ' 



Behavioral. 

1. Give- a lis; cf iC 7-.cab-ldr\ xvcrds found in the gaaia 

. (se-i 2H,:.-:v". :v ) . :hc s-ujer. v ^h,:.-::id he able :o read alcud" _: 
' • ::rai Lei: 30 cr rhe fO wrJras.v He will be given a 

-♦■axl:r:..v:: -f 5 coivdc: v;rieau each word , - 
Giv--'. ^r3 IC . r.::^a::: b^endl ^■■..-d ir. secr.ion IV of .ths'gaice 
^ ■ til* - ' £^i, £.1: sV. c-x^-, i.^^ -r), the child should 

. - -^e a-.:c Lii; f:vG wirds i-.-r ea:.h of the ccr.^onar.r blends. 
He n^ay v.;r:.r^ a^'v r Lhe v. -ra^ loj-d on the Wcrd Cards ir. - 
SPfNOBLEND (see :^c::,c'. IV). The ic-/er liaiics cf acce?rable': 
_ p^irx. ir.a:.,e v:^.l be 40 c;.rre:.t re.^p»-:n;^e3 ;n a 20 minu-e period 

3. Give-i 2:. rhr af^^ cr ^ i::":e- oe? a-d 2^^ word endings found in 
■ ^berga-- (ce^ be able to 

; wr;.:£ -he. ^on-i-^a:-:. b ^;?i:}d whi:ih cari be asi^ocla ted wi th rhe 

phrase cr wcido Tho l-^w'er l-zvel of acceptable performance ■ . 

■ : r;^ 19 c^i r e'l,: r e -ses ir; a 23 E:iin.ure period , ■ 
A. . Give:- ehe lO bler^do on SP;N03i.END, the student should be 

able to c^a^tr^-vi. ard wr/.ie 'o-e r^-w word containing each . 
tier.d . ' (No uredir wUl be give- for wcrds fo^jind m 

■ SPINOBLEND.. ^ The ..v^cer .cve\ c":f acceor.a'c.ie perfcrrance 
w:/ii be ijev<.n ;.crrec: rbspcn'^e..^ In a 15 xinute period, 

5. Using the word cards ecr^-i-ved m the gaire , the student 
Jhculd b-?. able ro n-aich ccrrecv.ly the w<>rd cards which 
ccncai.T a.^ :rAM.ai ccnr^crar r ' b lend wir.h che rneanlng.cn 
the phrase card=,ir. seedier IV , B, 3, 6. 

Gen»;ral, - , 

The bebavic.ral cbje-rive- li5:.cd above, if achieved, s.hould 
^^^^^^^^'^ lear-ing '.c 'read, 

Materia: £-JLF "-^"^^.^ > 

A. Needed Mar er:a 

1. no index card.- ('3'' X V') . 

2. 2 sheevs of gjcan (or any c: Icr except white) construction 
paper , 

■ . " "iSa ; 1 she?: 0*. xvhite po-.:er board {IV X 28"). 

^. 1 felt-'tip rrarker , (black) • ' " 



B. 



B. Conb^ructi v.n oT Cou.e Coxponents. 
K Spinnrv: 

a* Make a circle 21" in diameter on the large sheet 
of white poster board. 

b. Dl'/ido the circle into tenths. 

c. Place the consonant blends cr^» £lt dr, sk, 
£X» kl» il> il) green construcilon paper (3" X 3"),. 
and station thcrrs equi-distant on the perimeter of the 
circle » 

d. CoHiJtruct a spinr.er and place it in the center of the 
circle (see the following illustration). 

_^ru 




2 . Wc T d cat ds 

Print each o£ the following 50 words on a separate 3" X 5" 
index card: 



track 


bride f 


ground 


frost 


flag 


t ray 


br idge 


grin 


frog 


flowers 


train 


brick 


green 


frame 


fly 


t ruck 


brcL^-m 


grape 


Frank 


floor 


trick 


br v-wn 


grow 


Friday 


fleas 


s top 


dr u"! 


crow 


skip 


please 


start 


dr OS'S 


crayon 


skunk 


play 


s t j ng 


dream 


crate 


sky 


plant 


i tarp 


draw 


cry 


skirt 


plum 


r f c w 


dry 


cress 


skate 


plate 


3. 


Phrase cards: 









a. Pri^t each of the following sentences or phrases on 
separate 3*^ X 5" index cards. 

b. On the reverse side of the card, lable each card as to 
whether it belongs in set I, II» III, etc. You will 
have 10 sets, (Do not place any answers on these phrase 




Set (I) (ijc blond) 

Answers 



(a) A ttiii.il roiii on It. track 

(b) You carry drslics on it. tray 

(c) It goes en a track. train 

(d) You can rvdc on It. truck 

(e) My dog can do it. trick 

Set (2) (br blend) 

(a) A woman wiio is going to be bride 
marri cd. 

(b) Tt is built over water* bridge 

(c) Houses arc built o£ this. brick 

(d) It is something Mother brootn 
uses to sweep the floor. 

(e) It is a color. brown 

Set (3) blend) 

(a) You walk on this. ground 

(b) A smiling lace does this. grin 

(c) It is a color. green 

(d) It is something to eat. grape 

(e) The plants in your garden do grow 
this . 

Set (A) (J[r blend) 

(a) It is on the windows on a very frost 
cold morning. 

(b) It hops near the pond . frog 

(c) You put a picture in it. frame 

(d) It is a boy's name. Frank 

(e) It is a day of the week. Friday 

Set (5) (Xi blend) 

(a) It is red, white, and blue. flag 

(b) They bloom in the summer. flowers 

(c) A plane does this. fly 

(d) Your tr.other can scrub this. floor 

(e) Dogs sometimes get these. fleas 

Set (b) (st blend) 

(a) You do this at a red light. stop 

(b) They can be seen at night. stars 

(c) A bee can do it. sting 

(d) You put it on a letter. stamp 

(e) Mother cooks on it. stove 
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Sot 


(7) (dr blond) 






(a) 


A tcy which you can beati 




d 'uni 


(b) 


A girl wearr this. 




dress 


(c) 


YOM dc this when you sleep. 




dream 


(d) 


You do this tn art class. 




draw 


(e) 


Oppc5 ue of wet . 




dry 


Set 


(8) (£r blend) 






(a) 


Ablackblrd. 




crow 


(b) 


You color wUh it. 




crayon 


(c) 


A big box. 




crate 


(d) 


A baby does thl s . 




cry 


(e) 


What you see on a church. 




cross 


Set 


(9) (sk blend) 






(a) 


Be t wetM^ a wa Ik aiid a run . 




skip 


(b) 


It is an ariitr.al and smells when 




skunk 




>o'j s:are it* 






(c) 


Yc> :c:e 9*:irs in It at night. 




sky 


(d) 


A gtrl wears it with a blouse. 




skirt 


(e) 


You do this on ice . 




skate 


Sg: 


(10) (pl blend) 






(a) 


A pjlite wcrd. 




please 


(b) 


We do this after school. 




play 


(c) 


It grows m the garden. 




plant 


(d) 


Iv i^ a frui*. , 




plum 


(e) 


Mother puLs your food on this. 




plate 


Ids 


fi ziw c a :;rd s : 








Fold 10 index cards In half. 








Print one of the following blends 


on each of 


the folded 




index cards; Jt£, b£^ JTI, f r , 


St , dr a cr 


ski 2i- 



• Procedures , 

A. Sort thu bO setitence or phrase cards into 10 sets of five cards 
each. Check the reverse side of the sentence cards as to which 
set each belongs. Place each of the folded identity blend cards 
near the set which corresponds to the blend. 

B. You tray have as n'any a? 10 nl^yers. Deal each player five of the 
! wcrd cards, {If you have fewer than 10 players, each person will 

receive more word cards.) 

C. The fir it player spins the SPINOBLEND and says the sound of the 
blend which i ■ closest to the pointed end of the spinnei'. He 
lockf ever ihe ideality blend cards until he sees the blend which 
he has pr:nojnccd. He then selects one of the sentence cards 

I and read s i l , 
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Each child locks over the word cards which he has in his hand, 
trying Lo find tlio word which can be associated with the sentence 
or phrase card and the blend. If he has the word card in his hand> 
he reads the word and places the card near him on the table. 

i 

, E. If a player has the correct word card In his hand and falls to 
identify it, he keeps the card in his hand. The game continues 
until one of the players has placed all of his word cards on 
the table. 

Win Criteria . 

The first child to place all of his word cards on the table wins. Lesser 
winners can be determined by counting the cards remaining in the other 
children's hands; the fewer the better* 

ri. Debriefi ng. 

A. The following questions may be appropriate: 
1. Why do you think you won the game? 

2» Which of the consonant blends seemed difficult for you? 

3. Did you have difficulty reading any of the words in the 
sentences? If so, which ones? 

4. What other words can you think of that begin with these 
sounds? 

5. How did we learn new words today? 

6. How are all these words alike? 

7. What did we find in this game that will help us attack 
other new words? 

8. What other blends, phrases, and word cards can we add 
to this game? 

B. Test according to the behavioral objectives. 
ni. Results of Tryout . 
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A. 



!• It is n cr, l,r. 

2» It hops near the pond* 

3. It is the day of a week. 

It la led, white p and blue. 

5. Year rrother can scrub this. ^ 

6. A bee can do ^his . 

7 . A gir 1 wears this . 

8. A tcy which ycu can beat. 
9* MoTiher cc:ks on tt. 

10* Ihey blcon. in the sutrmer. 

11 . Opp<w si ce of wet. 

17. A black tird. 

13. It Is an anrral and siiells when you 
scare 1 c . 

14. Yc; dc tbi i Ue. 
13. It 1^ a ftvit, 

16. Yoj d:,'* th:5 in art class » 

17* We do this a fret school. 

18. Dogs socTOMrrcs get these. 

19. It is a ir :i t . 

20. It 1= bj3 Lc over water. 

21 . A Hg bcx, 

22. It gr.'ws in the garden. 

23. It g:i s CI a track 

24. A train runs on it, 

25. It is sor.e thing Mc ther uses to sweep 
the f Ic ct , 



_een 
OB 

^Iday 
_oor 

_ess 
_uni 
_ove. 
_^owers , 

_ow 

_ate 

_aw 

-ay 

_eas 

_ape 

__ldge 

_^ate 

_ant 

_ain 

_ack 

com 
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Ntiri- ^ 




Ccxf-lcic tr.f an Afci ic 


cacf I i dOie tv 


wr i 


\ * *'>^ 


the na i.s*n^ : Icrul 




1. 


It is a coLci . 


een 






Ycj QO triL <i cri i :e . 


Ate 


2. 


Ltps near Li.i. poni. 







1 i , 


It ih a f r i c . 


om 


3. 


It CL£ dri> Cf a ^COK 


J daiy 






Yo.- do cri:-: la art claivV, 


av 


4- 


It is redj white, «ir.a ti.je. 


■ . " o 




i / » 


Wc! do 1 1'< L s a feci ycr.coi. 


a\ 


b. 




COl 




18 - 


Log* 6Cir.ei ir..e ? gec ihcj c » 


oas 


6. 


A bee can do tViis 


i^'S 






It i a f r'ii t , 


ape 


7, 


A g ir 1 vs^ar s> it 1 i - 








It is^ built over v^atei . 


id^e 


8. 


A icy v.'tilcn ;,ou caa bc;ai , 


ix 




2 1 , 


A V 1 ^ 1' ox • 


ate 


■3, 


MoiLtr ccoi<£ V r* ic. 


eve 




22. 


It growi la the gatdea, 


ant 


10. 


They in t:;e -.^^ti-r-er. 


owc r 






It gce^ On a tra:l^. 


am 


11. 


Of^pCS ^ Ic of V,OL 






c . 


A era It. t on ic > 


ack 


12. 


A b .ac k D vta ^ 


cw 










lb . 


It ii> an o<rii,:al an.T 
whe n ^ c u i c a r^- it. 









t-C lAtop crc i»ocij 


ooir. 


Far 


C I, F:t til*:', cle.'yj helc/ t 


111 






i: 




i 










i > 




^. . 


— 








2 








3 . 






3. 


...n, . ..-.r 






4. 










5, 










5, 
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SPINOBLEND 

'OS t- Test Name 

Part 1* For each blend below write 5 words vhich begin with tliat blend, 

fJL £r sk 

1. 1. I. _ 

2. 2. 2. _ 

3* 3. 3< _^ 

4. 4. ^ . 4. _ 

5, . 5. 5. _ 

1. 1. 

2. 2. 

3. ^ 

4. A. 

5. 5. 



" ^art 2 . Complete the answer to each riddle by 

1. Mother puts yout food cn this. ^ate 

2. You do this on paper, ^aw 

3. You see stars in It at niglit* y 

4. You color with itc ^ayon 

5. An elephant hac; a long . ^unk 

6. It IS a color . ^own 

?• You can ride on it. ain 
8. 



9. 
10. 
11. 

12. 
13. 



If you water a plant, it will 
help it 

At home you walk on a . 



They ate in the garden. 
You put a picture in it. 
Another word for road^ 
They can be seen at night, 



ow 



^oor 

owers 
^ame 

reet 

ars 



writing the missing blend. 

14. A kind word. 

15. A baby does this , 

16: An animal that smells 
when you scare it 

17. You eat this meal before 
you come to school. 

18. It is purple and good 
to eat. 

It is a boy's name. 



19. 

20. 

21. 
22. 
23. 

24. 
25. 



It is white and used to 
make a cake. 

A bird does this . 

You put it on a letter . 

If a baby cannot walk, 
it . 

You do this on ice. 
A gii 1 wears this . 



ease 

y 



unk 

eakfast 



^ape 
ank 



our 

y 



J ^amp 

awls 



ate 

ess 
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STAY OR GO 



I , Overview . 

/ STAY OR GO li i^ relc— plciy sf^ii-.o designtul tc be; used vn a unlr study of the 
Middle Ages. lC3 setting ts a ftccLcicus reudoL rrianor whose village o£ 
serCs Is subjected to fotccs of ch.inge and to other influences which try 
to maintdin the status quo. The basic irsue of tho gane is whether or not 
the serfs will choose tc- leave the* nanor , as this issue ts explored, the 
^social, political^ and eccrtoinic conditions of the Middle Ages are made 
▼ a^'farent . A gatrc which involves the whole class, STAY OR GO is recommended 
fct junior high school grades because of its ccutexl. 

By rewriting the scenario and roles, the teacher could adapt this game 
for the study of slavery in the South prior tc the Civil War. 

' Object ives . 

A. Behavioral. 

1. The student should he able to list all the social classes that 
were involved In the game. These are apparent in the various 
roles (see Appendix B) and are su^nnarizod in Appendix E. 

2. Given a list of ail the participants in the game (see section 
IV, B) , the student should be able to circle correctly those 
which did not favor change, 

3. The student shojld be able to list correctly the three new factors 
in history which influenced the vi 1 lagers ' dec is ions in the game . 
These are ccntaircd in the roles (see Appendix B) and include 

the growth of towns and trade, the crusades, and the plague. 

4. Given a*^ist c£ the characteristics of the different social groups 
in the garr.e , and the r.ames of these groups, the student should be 
able to match each charac teri ic with the proper class or group. 
(These characteristics appear ir» the roles in Appendix B and are 
sumu^.ar 1 zed in Appendix E.) 

5. Given a list of the individuals involved in the game (see section 
IV, B} , the student should be able to rank them in the order 

of their power or influence (see Appendix B for voting powers). 

B. General. 

1. The student should gain a better understanding of the structure 
of life on a medieval rrancr. 

2. The student should recognize the historical factors which helped 
bring an end to feudalism. 

3. The student should better understand the economic, political, and 
social aspects of feudalism, 

Mater jals ^ nd^Gajre^ Common e s , 

"* ~ ------ — ^ 

A. A scenario setting the historical scene (see Appendix A) for each player. 

B. Individual roles for the followinc; (see Appendix B) : 



ERIC 



!• Sir Giles, Lord of the manor and vassal to the King. 

2* The Senechalj business manager and overseer for the Lord* 

3. The Miller^ a freeman. 

4* The Blacksmith, a freeman. 

5. Father Barney> the village priest. 

6. The Troubador, a traveling minstrel. 

7. Roger Watkins, a serf returned from a Crusade. 

8. Richard of Shrewsbury, a town resident who was once a serf. 
9* William Teakwood , a runaway serf who returns to the manor. 

10. Sir Cederlck, the son of Sir Giles, 

11. Sir Lunchalot, a knight of Sir Giles, 

12. Sir Castlebury, a knight of Sir Giles, 

13* Cyrus Moneybags, a prosperous town merchant. 

C. Group roles for the villagers. There are three groups of villagers, 
eight students in each (see Appendix CK Each group contains: 

1. Casper, a conservative serf. 

2. Murphy, a radical serf. 

3. Six serfs whose opinions are neutral and who are to be influenced 
by the interaction of the game's players. (More or fewer players 
may be given roles as neutral serfs depending on the size of 

the c lass . 

D. A transparency of the physical layout of the manor of Sir Giles to be 
shown to the class before the game begins. A textbook diagram of a 
typical medieval manor can be used to construct this. 

E. Name cards to be worn by role players, (These can be made with index 
cards and straight pins.) 

F. A prediction form (see Appendix D) for each player. 



V. Procedure s . 

A. Time Period 1: 

1. Show transparency of manor and discuss- 

2- Give each player a scenario and allow time for him to read it. 

3. Assign roles* hand out name cards > and allow time for students 
to read their roles. 

4. Arrange the classroom as indicated below: 

Sir Giles 
Senechal 
Village Priest 
Blacksmith 
Miller 

Sir Cederlck 
Sir Lunchalot 
Sir Castlcbury 
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Casper, a conservative serf 
Murphy, a serf r\ 
6 unconimittcd .serfs ^ 




Troubador 
Roger Watkins 
Cyrus Moneybags 
Richard of Shrews- 
bury 

Willtam Teakwood 
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Time Period 2; 

The five groups remain seated at their own tables and state their 
points of view, ask questions, and interact. 
Time Period 3: 



1 



Divide the role players at tables "A" and "C" into three ap- 
proximately equal groups and send one %toup to each of the three 
tables of serfs. 

Have the role players from tables "A" and "C" interact with the 
serfs for a specified period of time (approximately 10 minutes); 
then have them rotate to another table of serfs for interaction. 
After a third rotation', the serfs will have been in contact with 
all the other participants in the ?ame. 

Players fill out their prcdlrffon forms. They orally state their 
votes to stay or go, which s e tallied bv the teacher, and check 
their predictions of others' votes. (The prediction form is used 
to indicate the extent to which students have been successful in 
communicating their opinions on issu-s and to give them a chance 
to guess the outcome of the game. Although they are not desdgnated 
as winners, correct predictors should receive some satisfaction at 
having predicted occurately.) 



V* Win Crttcrtn , 

Individuals win if the vote of the villagers favors their point of view. 

VI. Debrief intg . 

A. The following questions may be appropriate: 

1. What factors or new ideas Influenced your decision or causc^.^ 
change? Mow? Why? 

2. What social classes were present in the game? 

3» Which individuals (or groups) had the most Influence? 
4. Which individuals (or groups) favored change? 
Which did not? 

5* Which serf would you consider radical? Conservative? Why? 

B. Test according to the behavioral objectives, 

VII. Resu lts of Tryou t. 
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Appendix A 
Scenario 



It is the year 1300 A. D. Ihc scene is the manor of Sir Giles of Oakmont, 
somewhere In Europe. On this manor live the family of Sir Giles, his private 
army of knights » some craftsmen who are freemen, a local priest, and a village 
of serfs consisting of approximately 50 families. 

Land changes hands often in these medieval times » and there is much warfare 
and confusion. Sir Giles* soldiers protect the manor and the people on it in 
return for their services, The nobility live much better than the serfs, who have 
little freedom and live under many restrictions. Sir Giles is not sympathetic 
vith his serfs' lowly position and poor 1 iving conditions ; he sees them only 
as a means of making his land produce. 

However, changes are coming to Europe because of new historical, social, and 
economic devcloDtnents , 

It 
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Appendi x B 
Indivi dua l Role s 
Sir Giles 



You arc Sit Giles, Lord of Oakmont Mdncr and one of the most powerful nobles of 
the kingdom of Frabri, Your income depends upon the agricultural products harvested 
on your land; you therefore need the labor of the serfs in order to keep your 
position. You will do anything in your power to keep things the way they are 
on the manor. You have heard rumors that there is talk in the village about the 
possibility of your serfs deserting the manor* 

Voting Power- 13* 

*Note: Voting powers may need to be revised as game goes through tryout. 

The Sen echa I 

You are Robert, the senecha 1 of Oakmont Manor. As such, you are caretaker of the 
estate of Sir' Giles. You see to it that his projects are carried out and act as 
a *'go between'^or mediator between the lord and the serfs. You are paid well and 
live comfortably. You do feel, however, that the serfs should be treated better 
by Sir Giles--you have heard a rumor that the serfs may leave the manor and go 
to a nearby town* You can understand why they might want to do this, but you 
also feel some loyalty to Sir Giles. 

Voting Power- 8 

The Miller 



You are John the Mller. You are in charge of the lord's mill which grinds 
grain to flour. Everyone on the manor must use this mill, and, as a fee, they 
give part of their flour to the lord- Because you also receive a share, you 
firmly support Sir Giles, If the serfs should leave, you might not have a job! 

Voting Power- 3 

The Blacksmith 

You are Henry the Blacksmith, You are a freeman, but you do smithy work for 
both serfs and nobles. Since you were once a serf, you want to see them lead 
a better life, You feel that they should be allowed to choose their own work 
and go to town to seek e^iiployrrient if they wish. Vou feel that if Sir Giles 
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?ald them ^ood wnges ntui treatec! thorn better, they might want to stay. However, 
^ou do not want Sir Cllcs to know you feel this way. You are undecided as to 
whether the serfs should risk leaving the manor. 

Voting Power- 3 

Fath er B arney^ the village priest 

I'ou are Father Barney, the village priest. Although you minister to the spirit- 
jal needs of both nobles and serfs, you consider the serfs "your people.'* You 
feel that If the Lord of the manor^ Sir ^iles, would treat the serfs betterj he 
*;ould not have to worry about their leaving. You will try to convince everyone 
that the serfs must be given more freedom and better working conditions. 

ifou also know that a disease known as the "^Uack Death" or plague has struck 
nany towns and manors creating a shortage of workers. This should give the 
serfs a chance to demand better conditions, more pay, and more liberties. You 
tfill have to decide v;hcther the serfs should leave or not. 

Voting Power- 8 

Troubador 



fou are a wandering troubador. As such, you have seen life on other manors and 
In the towns, and you are aware that changes are taking place. You know that 
an increase in trade broi'.ght on by the Crusades has caused towns to grow. You 
lave seen that people now have more freedom in the towns. Also you have noticed 
that many serfs have escaped to the towns and have found a new and better life 
there. On some of the tnanor.^ you have visited, the Lords are trcallii^ llie Scifa 
nuch better than Sir Ciles is treating them at Oakmont, You will try to convince 
those you talk to that changes are bound to come. You are sympathetic towards 
the serfs; but ycu must be careful that you do not offend the nobles or you will 
>e forced to leave Oakmonc Manor. 

Voting Power- 4 

Roger Watklnsj a serf 
recently return ed f rom a crusade 

jou have, on your journeys, seen many new and marvelous things. You are now 
aware that many men do not live in the way that your fellow villagers do on 
;)akmont Manor. You do not wish to resume your old way of life and are seriously 
:onsldcrlng leaving the manor to go to a nearby town if you can convince others 
to go with you, / 

Voting Power-- 4 
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Richard of Shrowfibur y 
( a near by town) 



You arc Hlchar^l of Shrewsbury, a former serf of Oakmont Manor, having run away 
and successfully remained hidden for a year and a day, you are now a freeman! 
You arc employed as a journeyman In a tailor shop and since you are paia good 
wages, you someday hope to own your own shop. You have come to Oakmont to visit 
your family. You will try to influence them and the other serfs to return with 
you to Shrewsbury. 

Voting Power- 



You are William Teakwood, Thiree months ago you ran away from Oakmont Manor. On 
your way to town, vou were so'c upon by thieves and beaten and robbed. When you finally 
reached the town, you were uiable to find work since you didn't have any particular 
skill. Without food or shelter, you went' to another manor only to find that the serfs 
there were treated even worse than you had been at Oakmont. You arc convinced 
that to leave the safety .and security of Oakmont Manor again would be a foolish 
mistake. You will try to convince others of this. 

Voting Power- 4 



You are the son of Sir Giles. You and your father have many -arguments, and 
you fear that he will neVer allow you to inherit the manor. You have already 
convinced some of the nobles to support you* If the serfs revolt^ you can use 
this as an indication of your father's failure to rule properly. With this 
as an excuse, you could then take over the manor. 

Voting Power- 10 



You are Sir Lunchalot. Sir Giles has promised you a large grant of land in 
return for your faithful service. You do not want the serfs to leave the manor, 
since your fortunes are closely connected with those of Sir Giles. You will try 
to convince others that to leave the manor would be foolish since they would only 
be placing themselves in danger of starvation and death. You will ask questions 



Willi a m Teakwood, a runaway serf 
who has returned to the manor 



Sir Cederick, the s on 
of Sir Giles 



Sir Lunchalot, a knight 
Who serves Sir ^^iles 



like: 



1. 
2. 
3. 



Suppose there nre no jobs In town? 

Who will protect you if you are attacked? 

Where will you find food and shelter? 
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Votlnp» Power* 9 



Str Castlc bury a knto^ht 
servln'^ Sir Giles 

You serve in Sir Giles* army, but you dislike him because he shows more considera* 
tion for the other knights. You wish that Sir Ccderlck, the son of Sir Giles, 
were the Lord of the manor since he favors you and would probaby <;rant you some 
land. You wish that the serfs would give ^Ir Giles trouble, for this would give 
Sir Cederick an excuse to take over the manor. Without allowing Sir Giles to 
know how you feel> you will try to encourage the villagers to revolt telling 
them: 

1. That serfs arc treated better on other manors. 

2. That there is a better life to be found in the towns. 

Voting Power- 9 

Cyrus Moneybags, a prosperoug 
town merchant 



You are Cyrus Moneybags, a prosperous merchant from the town of Shrewsbury 
visiting Oakmont Manor in order to see your bid friend , Father Barney. You 
will give the following information to the people to whom you talk during your 
visit; 

1. That business in the towns is good, 

2. That returning crusaders have brought back new products such as 
silks and spices that people now want. 

3. That the "Black Death" recently struck your town creating a need 
for more workers in the shops. 

4* That the lords of some manors are giving their serfs better wages 

so that they won't go to find lobs in town. 
5. That townspeople have gotten "charters" from the lords and now 

run their ov;n town governments. 

Voting Power- 6 



ERLC 



Appendix C 
Serfs' Roles 



Casper, a s er f 



You are a conservative serf; you fear that change may cause you much trouble • 
You prefer the safely and security of life on Sir Giles' manor to the uncertainty 
of running away. You have heard rumors that the nobles will kill any runaway 
serf on si^ht. Having no particular skill other than farming;, you fear you will 
find no job in town. You are also certain that travel is dangerous due to raids 
by <5roups of bandits. You will try to encourage others not to leave the manor. 

Voting Power- h 



Murphy, a serf 

You are a radical serf. You believe that life on the manor is unbearable and 
that the only possible solution for the village's problems is for all the serfs 
to leave the manor. t'ou feel that your freedom Is even more important than safety, 
food, or shelter, and you speak out in spite of the possibility of punishment 
by Sir Giles. You will try to convince the other serfs that leaving the manor 
is necessary. 

^'oting Power- 4 



Undecided Serfs 



You are confused and do not know whether you want to leave the manor or not. 
Listen to the arguments of all the people with whom you come into contact so 
that you can make a wise decision. 

Voting Power- 2 

Appendix D 
Prediction F o rm 

Predic tions 

Sir Giles 
Sir Cederick 
The Senechal 

Sir Lunchalot (a knight) 
Sir Castlebury (a kni^^ht> 
Cyrus Moneybags (a merchant) 
Father Barney (a priest) 
Casper (a conservative serf) 



Murphy (a riidlcdl serl) 

William Tocikwood (a runaway serf wlio reLuraccl> 
Rlchatd of Shrewsbury (a former serf residing »tn town) 
Roger Watklns (a serf returned from a Crusade) 
iThe Troubador 
The Blacksmith 
The MlUpr 

The Undecided Villagers (majority) 

Wore you able to predict by your fellow students' actions during the game how 
they would vote on the issue? 
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Social ^Clapsc g Tnv^^^^^^ ^r. 

Nobility; The landcwntng, tjUng class; s^upporters of the status quo. 

Knights: Horiored ard afnuent class, given gifts and benefits In return 
for ?etvicc to and protection of a Lord. 

Craftsmen: Frcer.cn; dependent on the nobility and the villagers for their 
livelihood; have a special trade or perform services, 

Ri&ing Middle Class- Trccmen in towns beccrrtlng prosperous as trade Increases; 

frequently continercial or mercantile. 

Priesthood: Influential and respected in village community; minister to 

the spiritual needs of both nobles and serfs. 

Serfs; Members cf the servile fcuda 1 class, bcund to the soil and subject 

to the will of the ncbility owning them. 
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STUMP TilK STARS 



TOPIC: Tho Co lonl i^at ion of I'ciinsy Ivania , 



I. Ovet view . 

This Is one of a series of games which Is designed to test the students* com- 
prehension of Colonial Pennsylvania. It Indicates the students' knowledge on 
various topics, e.g., colonial loaders, significant events of thdt era. This 
game also promotes the students^ ability to formulate intelligible questions. 
"The Colonization of Pennsylvania" was designed for grades five and six and 
can be used with 10-30 children. 

This same format can be used in English, math and science. It could be adapted 
for use in grades 3-12, depending on the complexity of the subject matter. The 
format of STUMP TflP^ STARS could be used to determine how much students already 
know about a specific topic before studying it so a minimal amount of re-teachlng 
would take place. 

II- ObU^ctlves . 

A, Behavioral. 

Given 20 names of prominent figures and significant events from the 
history of Pennsylvania which are found in the game, (see Section III, B) 
the children should be able to Identify these figures and events correctly 
and list their historical significances. 

B, General. 

In this game the students must formulate their own questions from 
given answer cards. STUMP THE STARS should thus enable the children 
to take a given person, place or event and formulate an intelligible 
quc-stion about the answer. 

Ill* Ma terials and Game Components . 

A. Needed Materials. 

1. Index cards, 3" x 5". 

2. 1 sheer, colored poster board. 

3. Brass fastener. 

4. Magic markers. 

B, Construction of Gatne Components. 

1. Index cards are u5ed to make three identical decks of answer cards. 
Sample deck of por,sIble ant-:v/or cards: 



WII.LIAM 

pi:nn 



GKNERAL 
liKADDOCK 



3. 



M\SON & DIXON'' S 
LINK 



4. 



WILLIAM 
PI TV 



b. 


Cones Log-i vu;^on3 


17, 


Q'jakers 


D. 


I'tinjol Boouc 


18 « 


Tamcnend 


7, 


l,iMu:asLcr Turnptke 


19. 


John Forbes 


8. 


CucibtT i and Koacl 


20. 


Charter of Privileges 


9. 


Perm' s Woods 


21. 


Port Stanwix Treaty (1768) 


10. 


Plalade 1 pt.ia 


22. 


First Continental Congress 


11. 


1681 


23, 


Wyoming Valley Massacre 


12. 


Val icy Korge 


24. 


Anthrac tte 


13. 


Key s tone State 


25, 


Benjamin FrankUn 


14. 


Ami eh 


26. 


Liberty Bell 


15. 


Tinlcuim IrlanJ 


27. 


Independence Hall 


16. 


Peter Stuyvcsanc 


28. 


Whiskey Rebellion 


Spinner 








Cut a circle of diameter 18" 


from the sheet 


of colored card. 




Draw lines chrongh the <:entet of :ho c:ic:e (ii;-i/.e ir 
Into rour G,;u'ii q«:adra!;E.i5 . fn eac^i q»jaara / 1 a.; a s::<i 
and labc: cac> scar A, k: or )) sUo, \ ar-o ^ C I o, ': 
a f'Ointer aoin remaining cat ri ar.t color . t t !ac t*ri '^9/-^ 
rtarker. Fix pointer to centci:- oi circio. with a i-r-iss 
fastener , Attac Iv Mic poinLcr .cose so t'lat: it . ^ i 
spin easily. 

V • Procedures , 

A, Divide t: :.:i,-3 :om oq il lOi.os A, H, - ai:-i 0, 

Spin tlie SPl^'^'^.^ to icrc'.fri'uL- wnich gro-:p viLl the first STAR rp:AM. 



^ ihis group ^it it» d » :it. the front of the clnss facing the class* 



I), 'iho rcnuiLnln^^ tp.i^i.' .:rOv.p^ sit iv" *5fpavai"o circles la corners of the 
room; eaciv group >clrct< a spckt^rioan. 

K. The tiai'*"^-r ^Ivrr. i Jeik oi :\i\?wv catds to oacli of Mu'^^o three grc ips. 
The cards arc rltvfi l'.^l ,irui pt iOvvl f>^ce downw-^rd ot\ a desk tn the niltldlo 
of each i^tc. :^, 

F. St^ir tcati^ p'layor ^'1 ^^ins ihv spiiv.u^r to dotermine which group will ask 
hini his ti'.fC£?t If be r^pia: h(o oww ^ro'jp lie may choo3C bifi own ques- 
tion tcci^a. All q«ie.rti on"i rM?it pertain Ko colonial Pennsylvania, 

G, The tcaT a^kl:.-^ the q»u:?f:lc)i» Jraw3 the top card frctn I'helr deck and the 
group togech.er tc^in.-Iavc? a <iii^^^^-ion to whlcii 0:e vords on the card are 
tli^ ^^.^iH'il » ^ ' ^ • . Card: WILL I AM Tk . 

Possible questions; 1. Ulio founded Pennsylvania? 

2. For wh.orn was Pennsylvania named? 

H- The spOi'OoTfan iroo i;t;e <\:ieztiox\ toam asks the question. If the spokes- 
man cannot L'nink of a qvoitloa hi£ team forfeits 2 points. 

1. Ihe ij»cmber of fttar team ^iKvjld glvx the answer on the card. He 

gaiii'j 5 potr.r-3 for a correct answer. If he cannot answer, but another 
star can, tit- teaT. gain? 2 point.y. 

If th.e star$ do not give the correct answer they gain no points. 

If the question teara a^ks a urong question tVicy forfeit 2 points to 
the stars* The teac'ncr is the final jijdge if any probleitis arise about 
the question fonuulaied, 

J. The gan.e ccntinuo? with player -?>2 spinning the SPINMKK to select his 
question tcari* This prccedvror ccntin'ics ^;nf:il e^.ch star has had an 
opportunity to ansv;cr a qt^stiou, 

K. A new star Lc selected and tiie gar^e proceeds as before until each 

team h.a? been .^hc starve. 



V. Win Criteria, 



The team with, the uso^^t points wiri< 



VI. nebr ic f inc; . 

A , The f o 1 1 r*w I Wr; q - > ^: c t ion r r.a y he pp r opr i a t% ' 

1. W\y do vl'-j crLink y<:\; vcn (Ic^t) t))e garo ? 

2. how iT-pcTtin't d'j ' t^^ink ycir \;v/n atiiiity to niakc up a question 
war ill tl:C i'l-iM^^t^ of tins franr? 

3. Hovr n-.'ii }' cii'i v^""^ 'J J re loy "n;iv<^ to know rihout Pennsylvania history 
to pi v/ tiiC ich'i i;r ] i ,^ 

, Did y? : U-arr. truv/ xicw t>itrr'r about Pennsylvania history v;hile 
playm.; litv ^^nc 

Vest ac:cordir:g ro the Leh'ivioral objrctlvcs. 
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!• Overview « 

SUNNY NIMBERS Is a board game designed to teach ^ recognition and counting 
of numerals one through 10, Pupils become familiar with the numerals by 6eelng» 
hearing, and repeating them throughout the game, Designed primarily as a 
Vclndergarten/f Irst grade game, this' gaud foriwat could be used for pUer 
ehiidren who' have difficulty In ftumetal recognttlon^^nd cotnprehenalOT^* • \ u 

The same game format can be used )?y replacing tKq .nume,ral6 :wlth::i^i-$eya g.f j the 
alphabet. If the alphabet Is used, the player would simply hang a single 
ring on the correct letter and then proceed according to the game procedures 
outlined. This game can also be used In certain math processes, SjS* f adding 
and subtracting. 

II, Ob lectlvefl > 

A. Behavioral. 

!• Given a set containing one to 10 objects, the child should be able 
to count the objects correctly. 

2. Given a set containing one to 10 objects and a scrambled set of 
number cards reading from one to 10, the child should be able to 
select the correct number card to match the given set. 

3. Given a scrambled set of number cards reading from one to 10, the 
child should be able to tead each card correctly* 

B. Geneftl. 

The concept of numbers should be understood by the clilldren. 

III. Materials and Game Components . 

A. Keeded Materials. 

1. 9" X 12'' sheets of colored construction paper (one per child), 

2. Round plastic counters (10 per child). 

3. Felt-tip markers; black, yellow, orange, red, blue, green, 
purple. 

4. Five 22'' X 28" sheets of white poster board. 

5. Masking tape. 

6. 2 yards of red gros- grain ribbon (1" wide). 

7. 2 yards of white jros^ grain ^Ibbor (1'* wide). 

8. Ten 3" X 5" unruled Index cards, 

9. Eleven giant paper clips. 

B. Construction of Game Components* 

1. Individual counting boards ; 

a« Cut each 9^* X 12'' sheet of construction paper so that It 
measures 9" X 10'.'. 
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g. ^'Rciys" ciro colored orange; center face yellow* 

h. With a black £clt-ttp market, write the numerals and 



draw the face* 
i, Bend 11 giant paper clips into hooks, 1. e. 




J. Insert one hook into each '^ray" and one near the nose, so 
that the single end goes /V through to the back of 

Mr, Sunshine. Tape the / \ clip fast to the back 

so that it does not move, / OX 

Scoring tUerrometer chart (two): 

a, Cut two tV X 28'^ strips of poster board, 

b. Using red and black felt*tip markers, make the strips 
resemble thermoineters . Each thermometer should contain 15^ 
as pictured. 



black 



14 
13 
12 
11 

9 



red 



c. Cut a iV slot across the red circle, and another above the 
middle of the top line (f^ 13). 

d. Measure the distance between the two holes, and add V'. Cut 
four pieces of ribbon (two red, two white) this length. 

e. Take one red length and one white and stitch them together 
across their width, overlapping 

f. Slip this strip through the slots on the thermometer and stitch 
the loose ends together to make a continuous strip (the red ribbon 



rcprejents the mercury rlBlng on the thermometer and, thui,, 
kcep8 scotei • 
Numeral cards ; 

a. Using 10 - 3" X 5^' unruled Index carda, vrlte a numeral 

(from 1 to 10) on ench- 

b. On the back of each card, draw « "^r. Sunshine." 
Counting rings J 

a* Make 10 small, colored; rings (IV radius) out of poster board, 
Color with felt*tlp trtarkcrs. 




b. Make two large rings (2" radius) for the center ring^toss. 
IV • Procedures . * 

A, Tack or tape "Mr* Sunshine'' where it can be seen by the whole class. 

B, Scramble the numeral cards, stiick, and place numeral side down. Put 
the pile on a table near Mr> Sunshine^ 

C, Put the counting tinge in an open box near the numeral cards. 

D, Tack or tape the two thertrc^sfiters close to Mr, Sunshine* ^abel one 
thermometer "Team 1" and the other "Team 2". 

E, Divide the class Into two teams. Each child receives 10 counters and 
a counting board ► 

F, Team l> player 1 chcoses the top numeral card from the pile. and reads 
the numeral aloud ► If he Is unable to read It, he may choose someone 
from his team to tell him. 

G, The player then selects the appropriate number of counting rings from 
the box. He takes the counting rings to the numeral on Mr, Sunshine 
which corresponds to the numeral on the numeral card* He puts the rings 
on the appropriate hcok, counting by ones as he does so. 

H, If he does this correctly, his team receives 1 point, and he may move the 
scoring thermometer one degree. The child has now earned the opportunity 
to try to "ring" Mr» Sunshine's nose: He has two chances to do so. 

If he makes a ringer on either of the two chances, his team receives a 
bonus point, and he ts able ta move the thermometer one more degree. 

I, If the player requires help in reading the numeral card, he does not 
receive the opportunity to try to ring the nose, (His team still receives 
one point if he chooses ihc correct numeral on Mr. Sunshine and counts 
correctly.) 



4. 
5, 
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J. Meanwhile, the playois at their scats should have found the correct 

numeral on theli counting boards and have placed the appropriate number of 
counters below It* They can check themselves as the player at the Mr. 
Sunshine board counts aloud • 

K. The same procedure continues for Team 2^ etc., until the time allotment 
is over or until a teata gets 15 points* 

Win Criteria . 

The team with the '^hottest thermometer" (highest score) at the end of the 
game or the first team to get 15 points wins. (This is determined by the 
teacher.) 

Debriefing . 

A. The following questions may be appropriate: 

1« Who from Team One can count the score by ones? Repeat for Team 
Two. 

2. Which team's score is the highest? Which is the lowest? 

3. Why did Team ( ) vin? 

4. What happens on a real thermometer when the red line rises? 

B. Place a set of objects ( 10 or less) and the Sunny Numeral Cards in 
clear sight. Ask 'Vho can count this set?" "Who can find the numeral 
card to match the set?" Continue with several sets. 

C. Other activities : 

1. Count 1, 2, 3j Ask question, "Whp can tell what number 

comes after three?" Repeat the same process with several other 
numbers • 

2. Place a scrambled set of numeral card3, 1^5, in front of the 
class* Ask, '*Who can put these in the correct order?" Do the 
same thing with cards 1 to lO.^ 

3. Ask, "Who can count to five without looking at the cards? "Same 
to number 10. 

4. Ask, "Who can bring me 3 pencils^ 5 pencils? 7 pencils? 9 pencils? 
10 pencils?" 

D. Test according to the behavioral objectives. 
» f ■ 

\ ^! ; ■ . ■ 

Results of Tryout . 



TAKE AND M/XKE 



Over view. 

TAKE AND MAKE Is a phoaics game designed co teach initial consonant sounds 
and the letter vhich corcespcnds co ea-^h sound. It also teaches or reviews 
rhyming words. A first and second gtade game, TAKE AND MAKE can be played 
In two circles of 10 cliiidten. 

A teacher could subscltuce b.or-ii, such as bj., tl^ cr, £t, for the single 
consonant sounds in che game. Word pares other than those given tn the 
game could also be used. 

[« Objectives . 

A. Behavioral. 

1. Given: (1) the following printed list of 10 word parts taken 
from section IV oi the game: 



oat 




ake 




Ish 




5Z 


at 


am 


et 



and (2) each of the following words pronounced by the teacher: 

coat pig 

make wing 

dish top 

hay bat 

jam set 

the student should be able to construct the eight words by 
writing the beginning letter before the word part of the 
corresponding word as it is given by the teacher. 

2. Given two words which are comprised of a word part from section 
IV of the game foat^, ake , Isb , ay^, am, i^, Ing , 0£, at, et) and 
a beginning sound, such as the £ in cake and jcat, the student 
should be able co name orally two rhyming words for each with 
100% accuracy. 



ERIC 



Thr.>iJgh loucnsng initial :onrcnont rounds, i^tieiSi ond rhyming 

wards, che ct\;ld rhjuid be aoit Co ir.prjv^ his aoiiicy co acca:k 

new w^^N'ds phonvu;caliy] chu^, he should be iniprcving his trading 
ab 1 1 u y . 

Ill, Ma c e.? i a.l s_an ^'?JI^S:^ ^ • 
A. Needed Mat or la Is. 



1. 


2 &ht«2ts of uhitc posccs 


board (28" x 22"; 


2, 


1 shcei of LOicied p';?ror 


board. 


3< 


2 brass i-us r ene r s 




A. 


Glue or pai'.e , 




5. 






6. 


6 rhP0^5 vi oak'ag '18" x 




?. 


22 pi^.c.s of ^clvjed rcH: 


c rut. ; ion paper . 


8. 


liJa : k I c - c : p rj^ic cCo( ♦ 





B. Constru cU'[i ot C^v.ie C,.:,pQficai^. 

a. Dtav; a 1-arge at>pr oxiitjatcly 20" la diameter, 
oa whvcc IS'' X .^2" poscur board; divide cna '^.licle 

into 2i Ktc^'^j'^'j. r-c .ciofis vapp: D.<;inately i8-L 2" section)* 

b. Cc;nri.rj,i rhc ^pinas;r trcm colored pjoccr board and a 
brarS i<^bient.t. ^ri-acc .s.i.ail cardboard cyl;nder between 
the beard una \:»c ip.rindi tj taciLuace 6pinrnng ; 

c. Cui n-:^nyU-i tiorri Che c::n>: tuctiCrn paper; :hfcse rfiusc fit 
5 rtjr o r V f cu c C' r cud the 21 c ) on> u d I agr am; , 
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Glue che broad end oi ea.h c^iarigle lo the circle, being careiul to 
glue just, the lower edge; do not glue che apex. Tne criangles will 
serve as peckers for rhe cori:?onanr cards. 

Print a dlifetenr conscnant on each criangle: lb, c, d, ^, h, J^, 
i> i"}' Il» 2» 5H» i» 1» i> Z» ^» 2i» Z» 1 (u^e sy. instead of 3^). 

d. Cut 84 1" X 2" poster board rectangles. Make four 
consonant c^rds for each consonant by printing one 
letter in each rectangle, as shown. 




Place these conscnanc cards in the appropriate pockets- 

2. Individual playing bcatds (k::;nstiuct 10 01 tne follcwlngj: 

a Cut a 6" x 20" scrip of pc-^cer board; vertically divide 
it into 10 6" X 2" sections. 

b. With a stapler, attach pockets, formed by folding a strip 
of construccion paper, at the e^itrene left hand side of 
the board. Print the following word parts in the 10 spaces 
as shown: 

oat , ake , isb, a^, an, 1^, ln&» oRj e t * 
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Pocket 

^ 



I 



Attach to 

{.laying 

board 



^jid over and 
^'Staple at ^"cr- 
netf and aides 



IV. Zl'^^^^Hi^f:' 

A. Divide the clasr into Va'o groapr of tea; divide che^e gioups inco 
five team^i oi Aicaa^e the c.^o large groups in iwo cir'-les with 
a spinner m the- venter UMldren t:.c*y be seated on ihe flooc or at 
rhejr de^ik^). Erjcb gtojp pJ^:s a ciparace game Igarr^e procedure for 
each group fc?iiow:>i, 

B. Each cciTi or two ccccivur a pla>*:ig beard. Tei/iTtmates make decisions 
together » 

C. All wocd paiC5 ofi the playxn[: bjard aiti read aloud. 

D. Team 1 spins trie ipinn^r :*n cnc spinning board. It must name the 
consonant to vn;:n thv -pinne.c p*;inti. If It na^nes it correcily, 
it taav taVe a co-^ton^aac :tird iron that particuiai consonant pocket; 
if it I'i unir:'c t :3 nane the conronjuc, it cnay noc have a card> and 
the go:r.e p r ojj 1 1: . ^> to tr^e nexc t.ar.. It a team is able to cake a 
consoniHC '.i^ci, u act,- t.o -jr.J zi/f,^ to ci^tabiu:! a ca^ipltte word 

on Its playing bjard by pia-- 1 ngJ' : r-e card in u^e pocKec preceding the 
appropriate wotd p^rt. li rr^jbc icad the wore it hab esiabli iticd. 
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If a te-iiii obt-at 1 1 rl'iei; 6n in»:cite-;t ward, ix i.ay be chaiJi<:nged. If 
the challetigvng :can:i is cc^rrcci aud Ccin rrjiSkc a real v^'crd, it niay 
keep the card. 

E. A cC':ira may ch'an>;;t! ; t : on?: onanc i- arjund * ong as this 13 done 
during us turn Ic n^ay -3l<>': ciade ccnsoriant cards with any other 
team, if done duiinej ic& turn. 

F. The game ptc.ceds uucii a team hab filled its game boufd (or until 
the'end of a givcn cimc- periods. 

Win Criteria 

The first lean co have completed 10 words correctly and to be able to 
read them is the winnei (oc the tean v/ith the most words formed 
correctly at ihe end a given tifne periods. 

Debf let ing. 

A. The following quc^ti-^tir ira; appropriate for the v?inning team'. 

I. Wliat wc-rdi» c^id \wU raakti on your oCritd'' How do you spell then? 

2' Whac did y:u jC ovui' 

3, Were you a: .t; craa«- Lin> .ards; 

A. Did /ou cc;ttci an) ci^jfa of oiheii: Which ores/ 

5. Did you rnange con^r -.r.antb ■ U'n;\:h ants ' . :y? 

B* The folic;^'ing que-:':;oos raav be appr :*pr iate for Che whole class^ 

1. Hcv many ceai':.^ had oaiy ontj w;:»:d; Two>^ Thrf;t; Pout^ Fi\;e? 
Six? Seven- Bighr'^ Ninei 

2. Which word endinvj ^an be uvcd t:- make the most three letter words? 
(ay) 

Whiih wcf.d oarc uc^ed co criake the fewest number of words? {lsh> 
Let's see hov many we can natne for each word pate, (List on the 
board ai- they're naiced.) 
4 - oar - boat, coat., goat ^ moat 

10 - ake - bake> cake, fake, lake, make, quake, rake, sake, take, 

wake 

3 • ish - dish, fl<.h^wl3h 

12 - ay - Day, day, gay, hay^ jay, lay, nay, nay, pay, ray, say, way 
-3 - am - dam, ham, Jarr^, ram, yarn 
^ - Ig.- big, djg, I3g, Jig, pig, rig, wig 
7 - ing - ding, king, pmg, ririg, sing, ting, wing 
t 7 - op - bop, cop, hop, mop, pjp, sop, cop 

10 - « bat, ra:, lac, hat, mac, pac , rat, sat, tat, vat 

11 - et - bet, gee, jec, let, met, net, pet, set, vet, wet, yet 

3. Whac did you no: ice about all the words in each group? (They end 
the same, sound the ^aiT.e.j 

Have the class choose several words from each group to be used 
In sentences , 



4. 



Whac name d> we give to '^ords chat scund alike except for the 
beginning sound? iRhyning words.; 



5. Who can thlftk of a word that rnymes with "shooc"? With"game"? 
With "book"? 

C. Test accordlhg to the behavioral objectives. 
VII. Results of Tryo^ut . 
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I . O verv iow, 

This car^l gnme wns dcsii^necl for .owe* v lemeiic ^ry ^vado pupiis to Lncrctise 

their awareness oi rumbors ^nd numoriils ne *ricugh 10 Ih: s game 

can bo ad:.ptc:d to^ ' ighor gra .o ev.ls b using .argor numbers or by 

using subtraction nult ipl i . i' ion, or dlvisiv^« ::oce3ses. 

An abiv or porcep' i f ild iray notice ttat on^. Cd- use ro'*e :cirpl >. 
combina t If' : s to mak^ the number eiglu. For example instead i«r us:-g 
pairs ol numerals, i child ould play itie game flna.ng coinbinrition- of 
three, :ov.r or more mimr-rals. 

8 

I I • Ob jec t ive^s . 

A, Behavlora : . ^ 

1. lor any given numUcr between three and 10, the child 
should be able :o list all possit le two-number combinations^ 
which tog^^thvr ar^;' efiuai in Viilue to that ^Iven number, 

2. Given a lit t of ^jVifieral^ frori zero to 10^ the child 

should be able to-^idme ttcir. correctly and place them In ascending 
order. 

3. Given any counter or numeral from zero through 10 and a supply 
of objects, tfjc :hild will be dble to form a fot with the 
objects w[u rontarns tru: -ame number of mcmlers as the given 
numera 1 indicates . 

B. General. 

It is hcf ci that the childte:' will better under -tand the communitive 
law. 

III Materials and G anje Components * 

A. iNeeded Ma ten. i I . 

1. Construe' :o ^ap«.r in 11 difier^nt colors (one color for each 
d i f f . r t numc ra i ) . 

2. 1 felt-r m :i arker . 

B, Construction oi C a^ne Components. 
1 . Game : ^ rds 

a. The cns'ruction pape: 1* cut Into the required number of 
pieces, ua^F bejr.ng a numeral and the number of dots 
reprc t .^d by that numeral (For kindergarten level, 
cards c r ij lA bti ii zed a c ^rdi ng to the numt r ii represented: 
one is c f -nit width, ' i , five times as \: .le i there fore , 
a b vcjra and a I ..ard wcUid together be vq .al in width 
to a 6 c J' i . ) . 



- 0^1 + 7 8-l + 2-^3>^2 

- 2-^-3+3 b=0 4-2t! + l 
=-6^1 + 1 8=1 + 1-11-5 
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b. Dlagrruis of cards, 

( I ' Primary leve 1 : 



all . ards o£ equal size) 




0 

9 



0» 
• 



2) Kindergarten lev 1 



xcluding zero) 

~ V 



0 & 



Tie cards b uld represent the nan r:. ;0 through Ir , allowi 



two cards : each type per chLLL :or 
need 12 ^^.=*ru cards, 12 one cards tc , 
ten cards. 



vample, six children 
tween them up to 1 



IV. Proceduros , 



To Investigate, for example, the number 8, via addl*:fon. 

A. Divide the clas.s Into sninll groups cf four or six children^ select 
a dealer from each group. 

B. Give each .ealer a pack of cards containing two cards of each typ^ 
per child to eal to his group. (In this case the card?? used will 
only be th se froni 'zero' to "eight" In value.) The children 
should not to ch these cards until a signal is given by the teacher. 

C. Period 1. 

Allow 5 minutes ( r a time period suited to the ability of the 
children) in which each child sorts out his cards and arranges 
them in pairs so t at the cotr-blned va ue of ach pair is equal to 
8, 

Some cards will b^ superfluous to hi md he will need other cards 
in order t complete all nine possib combinations. Only one example 
of each com ination is allowed, but \ and 7 is considered different 
from 7 and i tc. 

D. Period i2 , 

Allov; 5 mit'> t s ''Trading Time" in whi h c tldreii can exchange cards 
(one for on- ) with others in their ow g oup. Here* the aim is 
for pupils to get rid of their superflu s cards and to acquire 
those which they need. 

E. Period #3. 

Allow 5 minute to omplete the arr.n. ing of cards tc make the greatest 
possible nu ber of different combln tr i from the cards at hand. 
Each card ^^n be used just once, 

F- Let members of each group check ea h i r's results. The teacher 
can clarify -ny problems which may an . I kindergarten, the 
teacher will have to check all result but sets of numbers will 
be small b ause o the s^naller numbei u ed at this level, 

G. Score, all wing one point for each.co r coni^bination . 

V. Win Criteria. 



A. The winners .*re the children with the highest score in their group* 

B. The overall ..inner is the ciil Id with th. Mgli, st score in the class. 

C. The winning group is the group with th-. h.ghest total score for 
all its members. In replay, winnerr :lu1.i compete at the same 
table, those with the second hlgliest s-:re at the same table, etc., 
so that less =Vc le students will have a . h jnce to be winners and 
more able pupils will have more competiti^ n. 



VI. Debriefing. 

A. The teacher may ask the following quest! s: 
1. Ask winner : Why did you win?. 

Answers might include: , . 

a* orderly ojrgan Lzat i on of .*rds during Period #1 • 
bi knowledge of values of numerals without need to 
count dots each t ime . 
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2, Ask others' Why \Md you not 1/ 
Answers might in hide: 

a. r. petition of s me couibln ition. 

b. ns L:lc*'ent t. , for trM-ng. 



On th. b^jckbo 
con\pI.-t-. list 
in such 
e*g> 0 



a way 

1 and 

2 c^nd 

3 anw 

5 .mi 
i a ^ 

8 jnd 
Tf c chi< r 
1-0 umn and 
an may t ik 
ot r tha ^, 



dnfam liar with va u s 

li and arr nge chi 
oin inatlons is obt i 
^'.t ch . Idren can e th . 



1 1 . "i th, step-up pj 
e - ow pattern of the ' 
' when dealing with 



umera 1 



I 1 



no- 

hi ha:J 
na y . 



s that a 
combinations 



e : 
1 . 



.J 1 



to 8, 



Introdu :e -f or 
I + - h 

1 -f ' - 8 

2 + t- - 8 



U i ' 



a: a ^ood way f umra.i. ' j ni 



VII. 



C. Test according to behavijral objectives. 
Results of Tryout . 
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WORD TUMBLE 



Overview ^ 

Thts board garr.e teaches tho concepts of parts of speech, specifically 
those of verb, noun, pronoun, and adjective* It was designed for in— 
tcrmediate English classes. The game can be played by as few as two 
children or as many as the entire class# 

The playing board from WORD TUMBLE can be used in any other area of the 
curriculum, especially spelling and mathematics. 

II- Objectives . 

A. Behavioral, 

1, Given the following list of 20 sentences in which 35 words have 
been underlined, the child should be able to identify correctly 
at least 23 parts of speech by writing N, V, P, art A above 
the underlined words, 
a4 The girl asked for my address^ 

b, Mrs* Brown is careful when she drives the car in the center 
lane» 

c. Dorothy can comb her hair. 

d, Tom likes to watch his father train the race horse» 

e. Do you ever hear the train whistle as it goes past the 
house? 

f* Her rose dress is at the cleaners. 

g» The sound ' track of the film was datcaged. 

h. The cave man lived many, many years ago. 

i. Her uncle is a test pilot. 

J. Elaine likes to fly in the plane with her father, 
k. The wheel of the bicycle has a flat tire. 
1. Did Father c ash his check at the bank ? 

m, Ruth Ann wishes that her cow would win the prize at the fair, 

n, An earthquake can rock a house, 

o, is a deep ditch, 

p, He likes to dream of Santa Glaus. 

There was a change in the fo otbal l line-up. 
rt Gan you store it down in the cellar?. 

&• I can wheel it over to your repair shop after I change 
my clothes , 

2« Given the following list of 24 words including nouna, pronouns, 
adjectives, and verbs, the child should be able to construct at 
least 17 sentences, using at least one of these words in each 
sentence. He must then ii^dicate how he used the word by writing 
N, V, P, or A above it. Extra credit will be given if the capitalization 
and punctuation are accurate. 



1. 


tired 


7. 


wlsb 


13. 


gray 


19 . 


drive 


2. 


he 


8. 


she 


U. 


fly 


20. 


roast 


3. 


run 


9. 


v;atch 


15. 


drive 


21, 


brown 


4. 


soft 


10. 


sad 


16. 


catch 


22. 


it 


5. 


stamp 


11. 


dust 


17. 


good 


23. 


pass 


6. 


pen 


12, 


class 


18. 


blue 


24. 


wish 



3. After playing the ga:ae , the clilld should be able to write a 

paragraph, UiOtivatod by the garau or sosrie other external stimulus 
determined by tlie teacher* Ho should be able to use at least 15 
nouns in the paragraph- He should then be able to substitute a 
pronoun Eor each noun by writing an appropriate pronoun above the 
noun* Kxtra credit will be given if the child supplies a possessive 
pronoun. The lower limits of acceptable performance will be 11 
correct respcnses in a 20 minute period, 
B, General, 

1» The child should becoj^ie familiar with variations of a basic sentence 
pattern; for example, the N - V pattern, the N - V - N pattern, 
the N, LV, N pattern, the N, LV, Adj. pattern, or the SNP + VP 
pattern. (N = noun, V = verb, l.v - Linking verb^ S » Sentence, 
NP Noun Fhtase, VP = Verb Phrase, Ad « Adjective*) 

2# The child should come to understand that oral communication can 
be informal, but that usage should be gramatically effective and 
generated by the rules of grammar. 

3. Tlie child should become aware of the versatility of words. For 
example, the word so und can be employed as a noun, an adjective, 
or a verb, or it can be replaced by che pronoun ic. 

m • ii^lL^^V.f il2_£'i!d«!5^Jl£ Components , 

« 

Needed Materials, 

1, 8 sheets of white poster board (22'' X 28"). 

2. 5 felt-tip markers (red, yellow, green, blue, black). 

3. 8 sheets of construction paper (2 red, 2 green, 2 yellow, 2 blue) 

4, 1 can of rubber cement or any adliesive. 
Pint-size plastic container complete with lid# (Round container 
is easier to handle.) 

6* Alphabet stencils (u&ed to make the word HOME) . 
7* Chalkboard compass (this is optional; if one is unavailable, 
attach a string to a piece of chalk) . 

8. 8 quiet counters or soit plastic disks (if unavailable card-» 
board disks the size of a nickle may be used), 

9. 4 cubical counting blocks (red, yellow, blue, green), 

10, Masking tape. 

11. Yardstick or ruler. 
Construction of Gaiue Components- 
1 , Playing Board : 

a. Tape together four sheets of white poster board. On the 
opposite side, draw a large circle 43" in diameter; using 
a yardstick, divide this circle into eight equal parts. 
Center the chalkboard compass, and, beginning at the perimeter 
of the circle » divide the circle into eight concentric circles 
with approximately two inches between each line (the center 
circle should be approimately 12" in diameter). Nuf;iber the 
outer sections nearest the perimeter I to 8» In the center 
circle, use a felt^tip marker to color in each of the eight 
triangular sections (yellow, red, and blue are very color* 
ful and effective) . 

b. Use stencils and assorted colors of construction paper to 
makf^ two sets of the following letters: H, 0, M| E» Paste 
these letters onto the eight colored triangular sections in 
ihc center of the circle, (For expediency, you may prefer to 
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print ilic jneccdlpg jtMi-rs on ihe {-laying board.) See Diagtam- 




2, Word Chai'JS: 

a, Prli^t each of the following letters on a separate sheet 
of white pcc^ terboar d : V» P, N and A, making the letters 
as large as the posteibcard (22^' X 28''). Make the li\slde 
area of the letters 3 inches wide. Use a yellow felt- 
tip marker to make V, ted tot tlie N, green for the A, 
and blue fcr the P- See Illustrations* 




b, Cut cons tract ic:i paper into 2" X 3" w^ecllons. Twenty* 
four sections L>ach color or 96 cards are needed* 

c. Print each of the following 2^ words on a separate 

2" X 3" yellow card» Repc-at this step with the blue, 
grcc'i aivi red 2'^ X 3*' car.us, (in other words, those 
words are printed four tirr.es, cnce cn cards of each 
coK^r . ) 



sound 


train 


steering 


cave 


test 


ditch 


change 


store 


coir.b 


address 


ros'.' 


fly 


trick 


race 


screen 


dance 


pr ize 


cent er 


wheel 


bank 


pop 


cash 


rock 


dream 



d. Paste the 24 yeUcw Word ^ard:. on the large yellow V 
Word Charts the. grec'n Word Cards cn the A, the blue 
Word Cardv ca the P, the ted '.'ord Cards on N, using a 
diffircru word order fcr t.ach chart, 

e. On each of the Word Chans, niur.ber chc set of Word 
Cards 1 to 24, using a black telt-tlp rr.arker. 

3 , . Wooden Cube> 

. a. Saw the fcur cubical ccuntlMg blocks into four equal 

secttctis (they will reseirble sugar cubes). There will 
be fout of each color or 16 cubes., 
b. Using the black telt-tip marker, pljce numerals 1 to 
24 on the sxdes ci the r-d cubes, 1 to 24 on sides of 
the blue cubes, 1 to 24 or the yellow, and 1 to 24 on 
the green (You can air/t:h nail sections of masking 
tape tr^ the sides of the cub^s and place numerals on 
the tape, using each numeral only once on each color.) 

4. Word Tu:r.blcr - 

a. Place the cubes iw :he plastic container, 

b. Cut a hole in \ho lid of the container (V^ X or 
large enough for a wcoden block to escape, when the 
container Is inverted). 



IV. Procedures. 



A, Eight, children iray play this game at one tirr.e. Each player selects a 
number 1 to 8, takes his place at the Playing Board, and places a 
counting disk op his nun.ber near the perimeter of the circle. 

B. Player f/i shakes the Word Tumbler, which contains the 16 blocks, inverts 
it, and per^^its one of the blocks to escape* \\c reads the numeral 

and notices the color of the blcck. For example, if the block indicates 
3- red, the child refers to the third word on the red Word Chart, which,^ 
in this case, is N f c r noun. Ihe child must construct a complete ' 
^^enteuce, using this third wcrd as a noun. If he fails to use the 
word as a noun» or if he fails tc ccnstruct a grar^matical ly correct 
sentence, he loses his turn, and the next player is permitted to correct 
the error. If the second player succeeds, then he may move his count- 
ing disk one space toward HOME, 
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C. Vdrintioir'. oi a l.i3ic i.oatctue jattci^i bo l/ijictcd into the game 
by peritii 1 1 ui^; ihu vliilci t^; coiietc thc' error .uiJ 5t«3to tlie sonieace 
pattern for tuo one seep tcward ljo':,o . 

D. If a rluld fiuppcns tc $luiko a blue ^^l^^ck froiu dio Word Tumblef, he 
will Xi'icjv tc thc^ F d C[Mtt» whuli ii eludes the san.e word.s as the 
othor l/oid Chart.A, Itic child will road the wcid ca the P Word Chart 
and ccnv:{tnci a crirs[rlccc s^entonct., u^iiig the wcrd as a noun, He 

Is ihir\ roq-iirtni to consttuct a scvorid seiuci.t.o, this time Substituting 
a proTro'in lot the iioun. If he :?'^plctos this lask successfully > he 
Is glvt'n a bonus and petrnitrtd tr I'ove tw(» spaces ahrrad toward HOME* 
Thl> V Word Chart Is the :}r\\y wiuut which ottors a bonus for the correct 
rc- sicnso.-? . No partial credit is fivea. Ilie cfiild is either success*' 
ful cind gains two ^teps toward liOMK, or he fails and his disk retrains 
Stat ioThiry* 

Each pliyec taktiS his tvrn , shaking and Inverting the Word Tufr^bler, 
reading the nvrnorals, checking the colors, and constrrict tng his sentences. 
TUi' game ccv.ttnues until c:tu el the players reaches HOME. 
l\ For purposes of debriefing the students awd reviewing sentence pat- 
tit*;^ u3od iv the ^a^nc , i\\ri ccach-jr £h:?uld lis', som^: of the sentences 
u>'( ai..- ; /nr f r -.j ' t ;^d by ccv it u.n* . 

The fiv:-; child to reach HOME i v the wir.i'Or. Ler'>cr wir.neT5 can be deter^ 
!*dncrd \r/ 'hecklng th^: Playing board cc cee who Is closest to HOME; the 
clci.jor tf'o better. 

VI. DebJiiilJ-ii' 

A. The following question? uu^y be appropriate! 

1. Ask the wlr-i.£rrs; 

(a) Why do you tlunk yor^ won the gair.e? 

(b) Did tho pattr of speech have any c<.!«v-';r!tio:ial position in 
the sentence? If so ♦ where did you place ctie noun, verb, 
pronouti , and ad jer c ; ve ? 

(c) Did yo'j use ir.any cu terra "leis or noun cr.atkers in your sentences 
(a^, an> lli^)^ H^'^ did Lhey iielp you with the sentence? 

(d) Which part of =>pee;ii presented the most problems to you? 
Why do you think It did so? 

(e) How did you illustrate proper usage in your sentences? 

2. Ask the losers: 

(a) How do ycu tlilnk ycu can improve your perforr;ance in the ga.T.e? 

(b) What parts of speech gave ycu the trios c trouble? Why do you 
think they preser^ted the r.cst prcble^^.s? 

(c) Efow can one word be used as so rr.any different parts of speech? 
Give an exainple . 

(d) How did the use of the adjective help you to construct an 
expanded sentence ? 

3. General questions- 

(a) As you exairane yo:n per f or:ra::ce In the gan:e, what have you 
discovered (hat can ir.prcve ycur conversation witli otliers? 

(b) How did you ill iscrate proper ui?age In your sentences? 

(c) How do you think you can use ihiS tn^^wledgc of parts of 
spee:,h to improve your speak;:^g and writrng? 
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(d) How could the lt\flccttoa of your a-'oLcc help you to know how , 
to punctuate a sentence correctly? 

(e) What pronouns did we use in the game? Can you think o£ others 
(hts, her 3 ) 7 What kinds of prcnountJ are these? Why do you 
think they are called possessive pronouns? 

(f) What two parts of speech are required to construct a sentence? 
What are the two main parts of any sentence? 



Vlt. Results of TryouU 



YUKl YUK! THE DIRTY GAME 



1. Overview 

This card game teach&s the causes and solutions for various pollution pro- 
blems. It is available In a comic version for grades K-2 and in a more 
sophisticated version for grades beyond grade 2, The game can be played as 
either a solitaire or small group game. 

II. Objectives 

A. Behavioral , 

1. After playing the game the student should be able to name at least 
seven causes of pollution. 

2. After playing the game the student should be able to match the causes 
and solutions for the pollution problems used in the game. 

B* General. 

1, The student will become aware of the fact that there are certain 
practices which are affecting public welfare. 

2. The student will realize that these practices can be altered to re- 
duce the apparent danger. 

Ill/ Materials and Game Components 

A. K-2 Version: 

The deck contains 44 cards; two each of the following pairs: 



Good Guys 

Carbon Clean 
Static Sue 
Pickup Pete 
Bridget Bright 
Clean Craft 
Bag Orbarrel 
Electric Ed 
Freddie Filter 
Chester Clean 
CarVa Cork 
Ivan Qui t 



Bad Guys 

Danny Diesel 
Sooty Sal 
Litter Lil 
Beulah Belch 
Crummy Cruiser 
Highway Henry 
Adam Auto 
Sally Smog 
Denny Dump 
Oily Slick 
Sammy Smoke 



B. 



Intermediate Version: 

The deck contains 44 cards; two each of the following pairs and four 
Wild Cards: 



SerJc 



Cause 



Solution 



People: The Earth Spoilers Education 

Sewage Filtering, Settlings and Aeration 

Jet Wastes Molecular Carbon Altered Jet Combustion System 
Diesel Fumes: Molecular Carbon Exhaust Emission Control (a filter) 



Smog: Sulohur Recovery Plants 

Molecular Sulphur A Chemicals 
Automobile Fumes: Electnc Engine 

Carbon Monoxide 

Soot: Carbon Oust Electrostatic Precipitator 

Fresh Water Oil Slicks Electric Outboard Motors 

Ocean Oil Slicks Explosion Control Valve(Cutoff 

at Ocean Floor) 

Garbage Anaerobic Composts (Air and 

Water Removed) 

Procedures 

A, K-2 Version 

1 . Solitaire 

a. After cards are shuffled, lop 15 cards are dealt into five piles, 
containing one to five cards, face down. 

Pile number: (7) @ Q) © . ® 

No, of cards: 1 2 3 4 5 

b. Top card of each pile 1s overturned • 

c. The only way to remove each of these top cards is to match it 
with either another top card or one from the remaining deck in th 
player's hand. 

d. When the top card is removed from any pile, the next card is 
overturned. 

The player may go through the decK twice, one card at a timeV 
f. Game continues until ail the cards In the pi les have been 
matched or the player has gone through the decK twice. 

2. Small Group (2-4 players) YUKt YUKl Concentration 

a. Cards are shuffled and spread over a desk too, facedown, 

b. Players rotate, taking turns overturning two cards; 

c. When a match is made, the player may keeo the two cards ^ 

d. Game continues until there are no cards left on the table, 

B. Intermediate Version 

1. Solitaire: Plaved like the K-2 Version with the following additional 
rule: Wild cards mstch anything. 

2. Small Group (2-4 players) YUKi YUK! Rummy 

a. The cards are dealt, one at a time, until each player has seven 
cards. 

bi The remaining cards are placed facedown on the center of th6 
table c to start the discard oile, the top card is turned face- 
up and placed beside the facedown cards . 
c. The object of the game is to match as many oalrs of causes and 
solutions as possible. Wild card§ match any other card, 
; ; ■ The player to the left of the dealer starts the game play. He 
either selects the faceup card or draws one from the top of the 
. deck. He must discard one card from his hand, placing It face- 
up below the card(s) on the discard pile. 
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e. Before he makes his dhcard, a player may lay any matching pairs 
on the table before him, If a player holds a wild card, he may 
use this cdfd to make a set if he can state the cause or solution 
that card represents. In laying down any paiTi the player must 
state what the cards are". If he has an incorrect pair, the cards 
must go back into his hand. 

f. Any player my play on another player's wild card pair* When 
it is his turn the player may lay the matching card to another 
player^s wild card pair. The point goes to the player laying 
the card. 

g. A player may take as many cards as he wishes from the discard 
pile as long as he can unniediately make a pair with the top 
card drawn. 

h. A player must discard a ca'd in order to go out. 

U After a player has jone out, each player tallies his points. 
(See V/m Cr iteria J 



Win Criteria 

A. K-2 Version 

SoMtare: The player wins )f he is able to match all the cards in 
the five p', les by going through the deck no more than twice. 
> 2. YUKI YUK: Concentration: The player with the most matched pairs 
at the end of the game vs the winner/ 

B. Intermediate Version 

l^Solitare: Same as K-2 Version- (See V, A, 1.) 
: 2. YUKi fUK: RumiTiy 

a. Scoring: t one point for each card laid, - one point for each 
card left m players ■ hands arter a player goes out. 

b, Player with the most points IS Che winner. 



Debriefing 

A* Questions such as the following may be appropriate: 
1. What are some causes of pollution? 

2» What are some of the v;ays to reduce those particular causes of 
pollution? 

3, What are some causes and solutions other than those in the game? 

4. What kinds of pollution exist in our community? 
Si What can you do to reduce pollution? 

6. Why do we want to reduce pollution? 
B, Test according to the behavioral objectives. 



